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INTRODUCTION 


Nintendo Games Secrets is meant to get you farther than you've 
ever gotten in the games you love to play. By combining 
detailed descriptions with lots of graphics, this book not only 
tells you what to do, but often shows you, too. Like all books in 
the Secrets of the Games series, Nintendo Games Secrets goes an 
extra step for you. In fact, you can read this book in three ways: 

1. Use this book as a guide to games you don’t yet own. 
What kind of game is it? Does it sound like fun? Learn about the 
games before you buy them. 

2. Use this book as a strategy guide. How can you play this 
game successfully? Check the General Strategies section of each 
chapter for the most successful techniques and ideas. Then 
check the level-by-level, step-by-step strategy session and learn 
exactly how to go from the start to the finish of each game. 

3. Find the ultimate secrets for each game. Did you know 
you can have lots of extra lives? Or maybe you just can’t figure 
out how to beat one of the really hard bosses. Is that puzzle just 
a little too mind-bending? Look in The Secrets section of each 
game. Whenever we can, we reveal the deepest, darkest secret 
tips, strategies for succeeding against all odds. We put this 
information in The Secrets section because we want you to have 
the opportunity to try it on your own. Go to The Secrets after 
you've really enjoyed your games and want to know more, or 
when you get really stuck. 

Sometimes you have to press a sequence of buttons to 
perform a secret move. When we give you these sequences, we 
abbreviate throughout the book. Here's how to understand the 
abbreviations: U = Up, D = Down, L = Left, R = Right, A = the A 
Button, and B = the B Button. So U DLR AB would stand for 
Up, Down, Left, Right, A Button, and B Button pressed in 
sequence. 

At the beginning of the book is a special chapter devoted to 
people who want to be the best game players around. Called 
DeMaria’s Guide to Games, this chapter looks at strategies that 
apply to all games. You'll learn the strategies and techniques 
developed over years of playing. Many of these strategies came 
from other expert players over the years—game counselors and 
game designers. In particular, I had lots of help from Donn 
Nauert, one-time national champion video gamer. Donn helped 
me put together the section on action and arcade games. 


For parents, we’ve provided a short chapter to help them 
understand why we all love video games so much, and how 
they can enjoy, or at least live comfortably with, our mysterious 
obsession with these games. Any parents who are concerned 
about video games in their homes should read A Parents! Guide 
to Video Games at the end of the book. 


I'd like to end with a personal statement. Video games are often 
violent in content. That's OK. They're games. Enjoy the games, 
but please remember what's important: 


Respect the Earth. 
Respect all Life. 
—RDM 


CHAPTER 1 


DeMaria’s Guide to 
Games 


by Rusel DeMaria and Donn Nauert 


Playing games is hard work. That's right. It might be lots of fun, 
but it’s also hard work. You can spend hours, days... even weeks 
on some games. You'll get completely caught up in mastering 
the story, or in developing a character in a role playing game 
(RPG). Or you may want to test your reflexes in a fast-paced 
arcade game. Whatever kind of game you're into, you'll play 
best if you play smart. In this chapter, I offer some guidelines for 
playing smart. 


A GAME BY ANY OTHER NAME 


Not all games are alike. Some require the reflexes of a lightning 
bolt. Raw speed and joystick agility are primary skills you need 
in those games. You also have to recognize patterns and be able 
to make fast adjustments. These games are called arcade games. 

Other games require a patient approach to puzzle solving. 
Such games are made up of a series of situations with one or 
more solutions. These games are called adventure games. 

Another type of game features puzzle solving and character 
building. In them, part of the fun of the game is to watch your 
characters grow in strength and ability. These are role playing 
games or RPGs. 

Still other games combine puzzle solving with fast action. 
Usually the action isn’t quite as intense as in a pure arcade 
game, nor are the puzzles so perplexing. There's just enough of 
both to allow the joystick jockeys to have fun while the deep 
thinkers get to exercise their gray matter, too. Such games are 
called action adventure or action role-playing games. 

There are some basic (and obvious) differences between 
arcade games and adventure or RPGs. Therefore, I’ve divided 
my game guidelines into two sections. 
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RPGS AND ADVENTURE GAMES 


First, you need to know the difference between an RPG and an 
adventure game. Adventure games are games of exploration, 
where you have to solve puzzles along the way. Your character, 
however, doesn’t change much (if at all) during the game. He is 
more or less the same at the end as he was at the beginning. If he 
does change, it is as the direct result of the plot of the game. In 
other words, if your character changes from a mild-mannered 
librarian to Super Danger-Man, he did so because you solved a 
puzzle or a series of puzzles to get him to that point in the story. 
Adventure games tend to have more difficult puzzles to solve 
than RPGs, often involving some real twisty logic. 

In contrast, role-playing games are games of exploration, 
puzzle solving, AND character building. It is the change in your 
character(s) that makes the difference. That’s why they're called 
role-playing games. You actually become the characters you 
control. They always start out 
weak and defenseless. In time, 
as they gain experience and 
money, they become stronger 
and better equipped. Part of 
the fun of an RPG is to watch 
your characters grow in 
strength and ability until they 


are the mighty warriors that ` 
you always hoped they'd be. 
On the other hand, in most 
RPGs, by the time they reach 
that stage, their enemies are 
colossal beings of super- 
natural power—nearly in- 
destructible. One way or the 
other, things keep even in 
RPGs. If you’re good, you 
keep a step or two ahead of 
the game, that’s all. 

Just as the plot de- 
termines how a character 
changes (if at all) in an 
adventure game, characters 
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in RPGs develop as a direct result of their encounters with 
various enemies. In RPGs, characters gain experience, just like 
real people, and as they gain that experience they become better 
at what they do. 

In most adventure games and RPGs, quick reflexes are 
secondary to planning and deep thinking. Most RPGs and 
adventure games take a long time to complete. So you'll want to 
keep notes on the clues you obtain. Also, in many such games, 
you'll want to create maps. 

In role playing games, the keys to remember are patience 
and caution. Don’t take chances without being able to recover 
from disaster. 


Rule # 1: Save Often—I can’t state this rule 
emphatically enough. Save your 
game—if you can, that is. Some games 
can’t be saved. But many can, whether on 
a battery backup or by writing down a 
password. If you have such a game, 
always save or get a password at each 
new milestone. Got a new super-duper 
laser beam whirling sword? Or maybe your character just 
learned the Squish ‘em spell. Don’t take a chance and lose it. 
Save your game or your password often. 


Rule #2: Be Prepared—Yes, a good role-player is like a good Boy 
Scout. Be sure you have what you need. Don’t just barge into the 
next dungeon without a torch (or other light source). Don’t head 
into a nest of dragons without some powerful weapons. 

In RPGs, you'll find that an ounce of preparation is worth a 
pounding headache... no, it avoids a pounding. That’s right. If 
you spend some time building and equipping your characters at 
the start, you'll be rewarded later. It’s tedious, yes. It’s time 
consuming, definitely. But it’s worth it. Spend time in the 
wimpy dungeons and the easy areas, never straying far from 
home base. Build up experience points and head for safety 
whenever you get a little low. Follow Rule # 1 very attentively, 
or you could lose several hours work in one mighty blow from 
the Giant Dog Spirit you never saw before or the Orc Magi that 
suddenly appeared out of nowhere. 


Rule # 3: Make Maps and Take Notes—You're probably really 
smart, so you don’t really need to do this. But humor me. You'll 
find that something said way back at the beginning of the game 


3 


Nintendo Games Secrets 


suddenly makes sense a week 
later. But who said it? What 
exactly was that clue? 

And don’t tell me you can 
find your way through an eight- 
level maze with twists and 
turns and invisible doors 
everywhere you look. OK. So 
you can. Can you also 
remember where those poison 
traps and invisible pits are 
lurking? After you’ve almost 
made it a few times, but died 
just short of the entrance, you'll 
probably conclude that making 
maps is worth the effort. So get 
some graph paper (about a 1/4 
inch grid or so) and fill in the 
walls, doors, traps, clues, and 
other points of interest. 

When making maps, move slowly and cautiously. Mark 
each step and turn as you go. That way, even if some Evil 
Pegasus drops an anvil on your head, you'll be able to come 
back to the same spot quickly the next time. Be careful. Count 
your steps and be sure to keep the map oriented properly so you 
don’t go drawing a hallway out into space. 

Watch out for hidden doors, one-way doors, wrap-around 
mazes (which start on one side and continue on the other side of 
the maze), teleportation traps (which send you to another place 
without warning), and any other landmarks. Use spells or items 
that can show you where you are. Label all stairs or ladders and 
other special places. Write down any clues you obtain. 

Finally, save your maps! You never know when you might 
want to relive some of the excitement, or come back to a game 
after several weeks, months, or even years. I save all my maps. 


Rule #4: Read the Manual—OK. This one 
should have been earlier, but no one really 
wants to read the manual. You should, 
though. Especially in RPGs and adventure 
games, you'll find lots of important clues 

š and instructions, not to mention a list of 
fe magic spells and other indispensable tidbits 
i of essential information. 
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In addition to my basic rules for playing adventure and role 
playing games, here's another tip that might help: 


Use It Where You Find It (but save first). When you find a new 
item in a game, it’s often there for a reason. Try using it. If you 
find a magic lamp, try rubbing it. If you find a glittering golden 
harp, maybe it wants its strings stroked. However, the corollary 
to this suggestion is to save the game first. That way if the genie 
in the lamp is in a bad mood and decides to turn you into a two- 
headed chicken, you'll be able to recover. Remember, 
programmers and game designers love bizarre twists. Don’t try 
anything new unless you save first. If you can’t save, don’t do it 
(or hold your breath and hope for the best). 


ARCADE AND ACTION GAMES 


Arcade action games usually feature a fast pace and a whole lot 
of shooting, punching, kicking, and/or jumping. Here are some 
guidelines to more successful arcade gaming. 


Watch patterns. In most games, each level or screen behaves 
exactly the same way each time you come to it. At first it might 
seem completely overwhelming, but if you observe how things 
move, you can often find a simple way to succeed. For really 
difficult places in a game, have a friend watch you play. He or 
she might see something you didn’t. Or tape record your game. 
Sometimes you'll miss something in the heat of battle that you'll 
see with a cooler eye. 


Practice each level until you know everything it does. In most games, 
you'll have to master the early levels to get to the later ones. Just 
keep practicing and eventually the early part of the game, which 
used to be hard, will be a breeze. 

Good players practice a game again and again. In time you 
become familiar with the patterns that occur. You'll recognize 
patterns quicker and react more quickly to attacks. 


Don't take unnecessary chances if you're playing to win. There are 
those games, especially the “shooters,” where you might see a 
chance to get a special bonus item or extra man or something, 
but the way to it is dangerous. Your split-second decision will 
often be to go for it, even though you know it is foolhardy. 
That’s a good way to lose one of your men (ships, lives, or 
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whatever). Use some caution when it comes to such situations 
and let a few of the hard-to-get items pass on by. There will be 
other opportunities and you'll survive to see the end of the 
game if you are a little careful. 


Watch the whole screen. Be aware of what is happening on other 
parts of the screen. Most action games are busy and fast. Lots of 
stuff is going on all over the screen. If you get tunnel vision and 
concentrate only on the guy you're about to destroy, you may 
get caught by a bullet (fist, rocket, boulder, laser beam) in the 
back (side, top, or bottom). The whole screen is usually full of 
danger. Don’t lose sight of it. 


If you're playing for high scores, look for places you can get lots of easy 
points. Sometimes this becomes academic. If you find a place 
where you can tape the fire button down on Turbo and go to 
sleep, it’s not really playing, though it may impress your 
friends. On the other hand, there are legitimate opportunities to 
gain lots of points if you figure out a clever strategy. You can 
build up points, but, more importantly, you can often build up 
extra lives if you find such places. Watch the patterns to see if 
you can stay in a relatively safe place and continue to destroy an 
endless stream of enemies. 


Try different methods to defeat the hard enemies. If you come across 
a creature that seems to be too difficult, try getting as close as 
possible to him and striking. If that doesn’t work, look for 
patterns. Shoot in various parts of him, or look for a place where 
he’s vulnerable. Also try different weapons, because some may 
be more effective than others. 

Some enemies can’t be damaged until they open their eye, 
mouth, arms, or other body part. Or they may lower their 
shields when they strike. Watch for that moment of vulnerability 
and strike quickly. Usually you'll find a pattern of movement 
that puts you in the right position to strike quickly without 
being hit. You'll know you hit the enemy because he'll either die 
or at least he’ll flash to indicate that he’s been hit. Also, some 
sound effects in the game can tip you off. A pinging sound often 
means you haven't done any damage. The sounds of success 
vary a lot, though. You'll figure it out. 


Test your character's limits. Find out how far and how high your 
character can jump. Walk to the edge of platforms. Does your 
character fall off as soon as he reaches the edge, or can he walk 
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almost all the way off a ledge and 
just stand there holding on with 
his toes? Each game is different. 
Learn how this one works. 


Pull backwards to stop sliding. 
Many characters in action 
adventure type games slide when 
you stop them. For instance, 
when they’re running forward 
and you want them to stop, they 
keep going a little. This is 
especially frustrating when 
you're trying to jump onto a 
narrow platform. The character 
will slide right off if you can’t 
stop him in time. The trick is to 
reverse direction while the 
character is still in the air. That 
way, you can control the sliding 
when he lands. 


Face the opposite direction for tricky jumps. Some jumps are hard to 
make because your character tends to overshoot the mark. 
Sometimes, if you start out by facing in the opposite direction, 
then turn and jump, you'll be able to hit the jump exactly. Try it 
if you are going too far in a jumping situation. 


Use the manual. For action games, you can often play without 
ever cracking open the manual, but if something doesn’t make 
sense, check out the documentation. Often you'll have missed 
some super move or other detail if you don’t read about it in the 
manual. Take a moment between battles to check it out. 


Take breaks when you're tired. Sometimes your reflexes slow down. 
If you find yourself making a lot of dopey mistakes, and you 
know you're better than that, take a deep breath and go out and 
shoot some hoops or rest, or run a couple of miles. Anything to 
change your focus. Some exercise doesn’t hurt. Video games 
only exercise your eyes and your fingers. The rest of you is 
important, and you'll play better if you're in shape. 


Choose the controller that works best for you. If you're playing a 
‘shooter’ you may prefer a joystick type controller. The best 
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players prefer pads for some games and joysticks for others. 
Experiment if you can. 


Get used to the skills needed in the game. To master many games, 
you'll have to have very fine control over your character. Get 
used to using your pad or joystick as a fine instrument. Try to 
learn to move your character in very small amounts. Also 
practice the longest and shortest jumps. If you can control your 
character in the air, after he jumps, practice that, too. 

Practice any other moves—attacks and defense—that your 
character can use. Get to know how the controller works and 
how the character responds. If you practice your moves early, 
you'll find it easier later on. 


Even if you get killed, don’t give up. You never know. Keep on 
going. This may be the time you'll succeed. At least the 
additional practice will help you later. To master a difficult 
game, you'll need to know each level as well as possible. 


Make a safe zone. In 
scrolling games, 
lay down a fire 
pattern that opens 
a lane of safety. 


In some games, you 
don’t have to destroy 
every enemy. If you 
can safely pass a difficult level by concentrating on one side or 
another, that may be the best policy. 


Figure out who's important. In some games, you'll need to take 
care of specific enemies to help you get through. That means, 
identify the first priority enemies and take them out. Then you 
can concentrate on any stragglers. Sometimes you need to get to 
the most dangerous enemy first. Other times, you want to clear 
the screen of all nuisance enemies to make it easier to beat the 
more dangerous ones. Try different strategies to find out. 


Save or get passwords whenever possible. Some games let you save 
or get a password for a level. Write down passwords or save the 
game as frequently as you can. You'll make it to the end much 
quicker that way, and with less frustration. 


CHAPTER 2 


Zelda li: The 
Adventure of Link 


Distributor: Nintendo 
Game Type: Action Role-Playing 


WHAT’S GOING ON? 


It was a great victory when you first beat Ganon, but no hero 
rests on his laurels for long. You didn’t know it, but there’s 
another piece of the Triforce, and once again Princess Zelda is in 
trouble. Now a sorcerer has cast a sleep spell on her and it’s up 
to you to lift the spell. You need to find the third piece of the 
Triforce and save Hyrule once again. What would these people 
do without you? 

The task ahead of you involves a lot of exploration and 
battle. You'll have to recover the crystals and close six palaces, 
then go on to the huge Grand Palace. Each palace is guarded by 
many tough opponents, and each one is ruled by an even 
tougher boss character. You must defeat the boss character to 
return the crystal and close the palace. However, each palace 
also holds at least one important treasure. Don’t forget about it. 
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WHO ARE YOU? 


There’s only one hero you can be in this adventure. You're Link. 
You're a little older now and you've learned some new tricks. 
But it’s still good old lovable you. 


PLAYERS 


One player at a time, but there are three battery saves. 


SCORING 


No scoring in this one, but you do keep track of experience 
points. Every so often, your Magic, Life, or Attack levels will 
increase. Save up those points to become stronger. When you're 
fully charged up (toward the end of the game), you'll have eight 
Magic, eight Life, and eight Attack levels. 


LIVES AND HOW TO LOSE THEM 


Each game, you start with three lives. There are a few Link dolls 
that give you an extra life, but it’s best to save them for later. 
Toward the end of the game, you'll appreciate them. 

It’s easy to lose your life. Every time you get hit, your life 
bar goes down. When it reaches zero, that’s one life gone. 
However, you start from where you are unless you lose your last 
life. Then Ganon laughs and you're back to North Castle. 


CONTINUES 
You can continue as many times as you want. There’s no limit. 
CONTROLS 


uy rd Thrust 
Directional 3 
Movement (ith Button 


Switch to Subscreen 


Use Selected Magic 


Dowmward Thrust 
(with B Button) 
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The Adventure of Link 


The action takes place in four separate views. In the Overworld, 
Link travels in constant danger. He is only safe when travelling 
the yellow (brick?) roads. In all other areas, Link will have to 
fight when attacked. Two kinds of enemies attack. The round 
slime-shaped enemies are the weakest. The man-shaped ones 
are stronger. 

When Link is attacked, the scene shifts to a sort of one-on- 
one battle screen where Link must face his attackers, using his 
sword and other skills to fight or to escape the area. Running 
right or left will eventually take Link back to the Overworld. 

In caves and also in the palaces, Link is always in the battle 
mode. Enemies may attack from almost anywhere, but you'll get 
used to them. They are always in the same places. In caves and 
palaces, you fight with the sword and your wits. 


WEAPONS 


Link’s weapon is simple. He has a sword and that's it. However, 
he can learn to use the sword in various ways. At first, the 
sword shoots out blades when Link’s life is full. When it gets 
below full, use the sword to stab at close range. Link can hit 
high or low, depending on how you use the direction pad. 

Later in the game, Link will learn the Down Thrust and 
the Up Thrust. 

Link also has a shield. Learning to use the shield is almost as 
important as learning to use the sword. 


MAGIC 

In addition to his sword and shield, Link has gained some 
magical abilities since the last quest. At the beginning of the 
game he doesn’t know anything, but if he meets the wise men in 
the towns and listens carefully, he'll learn some new spells. 


Spell Points Used Effect 


Shield 16 Cuts damage from enemies in half. 

Jump __ 8 Lets Link jump higher. 

Life 50 Recharges Link’s life meter. 

Fairy 60 Lets Link turn into a fairy and fly. 

Fire 16 Shoots fire from Link’s sword. Fire is 
needed to defeat some enemies. 

Reflect 16 Can bounce some enemies’ attacks back 
at them. 

Spell 16 Change some enemies’ form. 

Thunder 64 A powerful spell destroys most enemies. 
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SPECIAL ITEMS 


Link will find several important items during the game. Some 
occur frequently. Others are hidden and must be uncovered. 
Magic Jars restore Link’s Magic Points, and Treasure Bags give 
Link either 50 or 200 experience points (a few special bags are 
worth more). Each time Link defeats an enemy (with some 
exceptions), he gains some experience points. Every so often, 
one will leave behind a Treasure Bag. Link will find some 
Treasure Bags hidden in special places, too. In addition to these 
items, Link will find lots of other prizes. You'll find out about 
these in the Strategy Session. 


FRIENDS 


The people in the towns are very anxious to help Link. Often 
they request Link’s help first, though. Listen carefully to what 
the townsfolk say. 

Chief among Link’s friends are the healing ladies. The 
young lady will heal Link’s Life Meter and the older lady heals 
Link’s Magic Meter. Return to town when your meters run low. 

Talk to everyone. You may have to talk to some of them 
more than once. Explore the rooms in the towns. Who knows? 
You may find something. And pay particular attention to people 
who come out of doorways as you pass by. 

Sometimes fairies will appear as Link walks along. Fairies 
(as in Zelda) will recharge Link’s Life Meter. 


ENEMIES 


Link may have a few friends, but he has a lot more enemies. 
Fans of Link’s earlier adventure will recognize a few, but most of 
the enemies are new. In the Strategy Session you'll learn how to 
defeat the harder ones, including the palace bosses. 


STRATEGY SESSION 

General Strategies 

To succeed in Link, you must visit the towns and talk to the 
people there. You must also charge Link to higher and higher 
levels or the characters you meet will be too tough. 

There are many places in the game where magic is needed. 
Most of them are obvious. For instance, a place where even the 
Jump spell isn’t enough may be the right place to use the Fairy 
spell. However, not all puzzles are immediately obvious. 
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Explore all palaces thoroughly. Find all the keys, and find 
the special item in each palace. You'll need all the items to finish. 

Master the different attacks and learn the weaknesses of 
your enemies. For instance, some enemies are particularly easy 
to hit on the head, either by jumping and slashing or by using 
the Downward Thrust. Other enemies are more vulnerable to a 
low attack. Many enemies require good timing. The shield often 
becomes an important asset. Link uses it to block many blows. 
But don’t count too heavily on it; some enemies laugh at it. 

Explore patiently and find places to charge up Link. There 
are a few places in the game where Link can charge up points 
easily and without great danger. Finding these can help you. 

When you travel in the Overworld, you may want to avoid 
encounters with the monsters there. However, they keep 
appearing. Roads are always safe. If you can flush out the 
monsters, then step onto the road until they pass or until they 
attack, you'll be safe. Then run for it and you may get to the next 
safe place before they catch up with you. 


Starting the Adventure 


At the beginning of the adventure, Link is in the 
Princess’ Palace. Head East and visit the town of 
Rauru. There, you can get the Shield spell if you 
know who to talk to. From there, head 
Northwest to the town of Ruto and talk to 

someone who tells you about 

the lost trophy. There’s a cave North of the 
ho North Castle (in the desert) where you can 
p ; 2 find the trophy, but it’s going to be dark. 
4 k ie There are some enemies there that will 
aoaeiaa challenge you. If you want, skip this cave for 
Rice now and head for the first palace. If you do 
decide to brave this dark cave, defeat Goriya and get the trophy, 
then return to Ruto to get the Jump spell. 

Now head for the first palace. Stop on the way in the small 
patch of woods to the North and get a 50 point Treasure Bag. 
There’s also a cave to the South where there's a Magic Container. 

Go through the cave to the East. There's pameaeag 
only one Lowder there. Shoot your sword = 
until you encounter it, destroy it and go on. 

You can get a Heart Container if you go all 
the way East and then South along the 
coastline. You'll find a bare patch of 
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grassland surrounded by woods. Be careful crossing the bubble 
pass. With this Heart Container, your way will be easier. To the 
North is the first palace. 


Parapa Palace 


You'll have to fight through some tough fra] 
enemies in this palace. They're easy compared [2 

to the ones you'll meet later, but they'll |: 
challenge you. The hardest enemies are the |: 
knights and the magicians. There are two ways 
to beat the knights. One is to jump over them 
(if you got the Jump spell already). The other 
is to watch them carefully and block their blows while keeping 
up a non-stop attack, high and low. Sometimes a jumping slash 
will catch them off guard, but it’s risky. A Turbo controller really 
helps against knights. 

When you first enter the palace, go down the 
elevator and head West. The skeleton should be 
easy. Just duck down and keep hitting low. 
He'll go in a few hits. Get a set and head back 
to the East. Pass the first g 2 
elevator and go to the 
second one. There’s a Fairy just past the 
second elevator, but you may want to f 
save it. Go up the elevator and find keys 
up there. Then go down one floor and go 
back to the first elevator. Go down and 
find the Candle. Be careful on the bridge. 
It collapses as you walk. You should 
probably ignore the Treasure Bag there. You'll have to fight a 
tough knight, but you can do it. Watch out for the flying magic 
eaters. They not only damage your Life Meter, but they take 
Magic Points from you as well. They're very hard to kill, so it’s 
best to avoid them. You can stun them momentarily by hitting 
them with the sword, but it’s best to stay away. 

Now go back to the second elevator and go down. Head East. 
Fight your way past the magician and the 
# knight (or jump over him) and go on to the 
first boss room. 

To fight Horsehead, simply jump up and 
get him in the head. It helps if your attack 
power is up to three or so. The higher the 
attack power, the easier it will be. 
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Overworld 


If you didn’t get the trophy and the Jump spell, do so now. You 
should find it pretty easy now that you can see what's going on. 
Then follow the path South of Ruto. Now you'll have to get 
through a difficult cave, but you can make it. The Octaroks 
shouldn't give you much trouble, but the Red Goriya there may 
cause you grief. Be sure to block as many of his shots as you can 
with the shield. Like the knight in the palace, Goriya telegraphs 
his throws. Learn to watch for the high and low throws and 
keep blasting him with the sword at close range. 

Once you're past the first Goriya, you have to 
fight a second, then pass two Aches and an 
Acheman. Just past the Acheman you'll come to a 
high wall. Use the Jump spell there. Once you 
pass that wall, you're almost out of the cave. 

Just on the other side of the cave, to the East, 
is a small patch of woods. Go there to meet a 
Fairy. Now head south. The swampland is pretty tough, so try to 
stay out of it whenever possible. If you do get caught, be careful. 
The Octaroks will shoot at you. Block their shots and stab them 
as soon as possible. Better still, stay on the grass. When you 
have to cross the swamp to the South, try to time it so you don’t 
get attacked there. 

Cross the bridge you find to the Southeast and look out for 
the Bago-Bagos. Remember this bridge, though, because you 
will be back. Just across the bridge, go to the Water Town of 
Saria. In Saria, you'll talk to a woman who has lost a mirror. 
Search the houses nearby and you will find it. Return to her and 
she'll send you in to see a wise man who gives you the precious 
Life spell. Now you can recharge your Life Meter. By the way, if 
you try to talk to certain women in Saria (and other towns) they 
will turn into Aches. I don’t know why, but they must just be in 
a bad mood. Kill the Aches before they do you in. 

Also in Saria, you'll get a clue about Bagu. Until you find 
him, you won't be able to pass over the water at the end of 
town, so you need to go search for him. Bagu lives in the 
woods North of town. Search for an area where the trees have 

= = been cut down. After you see Bagu, 
you'll be ready to cross the river. The 
next thing you want is the Hammer. 
But the journey to the Hammer is long 
and arduous, so you may want to 
power up Link first. 


m 
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Powering Up Link 


Remember the bridge you were just on? Now is a good time to 
build up Link’s statistics. It takes time, but it’s worth it. Go to 
the bridge and learn to fight the Bago-Bago. If 
you stand in one place, you can block the 
Bago-Bago’s rocks while stabbing them when 

áá they approach. With good timing, you can 
spend a long time doing that. Build up your Life, Magic, and 
Attack here and return to Saria to recharge if necessary. 
Whenever your Life Meter gets low, use the Life spell. Collect all 
the Magic Pots and Treasure Bags the Bago-Bago leave behind. If 
you're patient, you can gain a lot of experience here. 


The Hammer 


Now that Link is 
stronger, he needs to get 
the Hammer. To do so, 
he has to pass through a 
maze of tunnels in Death 
Mountain. At the end of 
Saria, talk to the guard 
and he'll let down the 
bridge. Cross over and 
head South into the first 
cave. Now you're in 
Death Mountain. Head 
for the cave to the East. 
This first cave isn’t too 
hard. You'll see some 
Red Moblins, but you 
should have no real 
trouble with them. Once 
you pass this cave, go to 
the next one East where 
you'll meet Octaroks 
and a Goriya. 

Again, go East, but look out for the Aches and the Daira 
who attacks near the elevator. You can’t block his axe, so be very 
careful with him. Use Shield to give you some protection. 

Ignore the elevator and take the next cave East. Here are 
more Bago-Bagos. You can charge up here, too, but the town is 
far away. Take the Eastern cave again, but this time look out for 
the Red Daira. He throws his axe, so be ready to jump over it. 
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He’s a tough opponent, but you can get by 
him. The best way is to use the Jump spell. 
You can get the Red Magic Jar to recharge your 
magic at the same time. Taking the Southern 
cave, you'll run into a Goriya and a Daira. rs 
Then you'll go to the next cave to the South a 
where you meet some Red Bots and two Daira. Go South again 
to a cave where you'll meet two more Daira. At the end of this 
cave you'll find Red Magic, so use your Life spell if you need to. 

You've found it. Just go West to the cave next to the boulder. 
This cave is very tough. There are lots of Daira, both the 
ordinary kind and the red ones. You'll need all your skills to get 
to the Hammer. Go down the elevator when you reach it and 
head East to get the Hammer. By the way, if you head West, 
there’s a Magic Container. Maybe you'll want to get that first? 
Remember, even if you die after getting the Hammer, you still 
have it. If you die before getting it, you'll have to come back. 

One trick when making short jumps over the pits is to jump, 
then turn Link backward in mid-air to avoid sliding over the 
edge into the next pit. 

Now that you have the Hammer, go back the way you came 
and use it. See that boulder next to the Hammer cave? Press B to 
smash it. Hmm. Nothing. But maybe you could walk on it. 


Sean What's happening? Have I killed you? 
No, at the bottom of this long fall you'll find a 


—_ Magic Container. 
OK. You're probably not looking forward 
to the trip back through Death Mountain. 
Well, you're in luck. The way back is easier. 
oe Just go back into the desert and go into the 
Eastern cave. It takes you to a road that leads North. Take that 
road all the way North. Don’t go through the graveyard, 
though. Stay on the road at the edge, or you'll be very sorry. At 
the top of the graveyard, go East to the town of Mido. 


Mido 

Talk to everyone in Mido. You'll learn some 
information, but most of all, get the 
Downward Thrust by entering the high door. 
It’s easy, and I’m sure you don’t need me to 
tell you how to get up there. You'll also meet a 
woman whose daughter is sick. You can help 
her, though. Head out of town and go West. 
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Break through the boulder at the mountain pass and head 
North. Go through another boulder and explore the cave East of 
Rauru. You'll find a Heart Container there. Practice the 
Downward Thrust. It’s one of your best attacks and can get you 
past many powerful enemies. 

Now go back South and find the cave just West of the road, 
in the middle of the swamp. Break the boulder there and go get 
the Water of Life at the end of the cave. 

Return to Mido and see the woman again. The woman will 
take you inside where you'll get the Fairy spell. 

Now it's time to head for the next palace. This one is in the 
swamp near where you found the Water of Life. You'll find little 
patches of road inside the swamp. Use these as stepping stones 
to make it to the palace in the West. Flush out the monsters, then 
step onto the road. When they are pom J 
gone or they have attacked, run as | 
fast as you can to the next little patch 
of road. By the way, there’s a Magic 
Jar in the first patch of road. 


The Swamp Palace 


When you first enter the palace, you may be low on 
magic. If so, stab the statue at the entrance. Be careful, 
though. Sometimes he turns into a Red Knight. Be 
eee ready to run back out again. Keep trying, though, and 
you'll usually get a Magic Jar. Many statues and gargoyles in the 
game will give you magic. It’s a good idea to try them all. 

Head down the elevator two floors and go West to get a key. 
Then go back up a floor and go West to another elevator. Pick up 
another key on the way. You'll meet an assortment of enemies 
here, but you don’t have to fight them all. For instance, you'll 
meet two Red Knights in a row. They’re tough, but you can 
bounce right over their heads using the Downward Thrust. It 
won't kill them, but it will get you safely past. 

Take the West elevator down a floor and head West again. 
When you come to a big open room with a hanging block above 
your head, be careful. Stone blocks will fall from the ceiling. You 

mmm don't have any way to break through 
Hunn the blocks just now, so you'll have to 
Fam charge ahead, trying to avoid them. 

The Gloves are just ahead, but 
they're well guarded. If you want to 
get them for sure, try turning into a 
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Fairy and flying through the door. You can still get the Gloves, 
then fly back and out of the screen. 

Now that you have the Gloves, the falling 
blocks won't be such a problem because you 
can break them with your sword. Head back 

FFA East, past the falling blocks and down one 
£ floor. Try to jump over the knights and avoid 

EA the Moa’s fire. The shield can block the shots 
essione of the gargoyle heads on the walls, but you 
still have to get by the skeletons. Break the stone blocks and 
continue Eastward, past the elevator. Get the key there, and 
head back to the elevator and down. 

Head East again and, when you get past 
another magician, you'll find a large pile of 
blocks. Use the Downward Thrust to break 
them to reveal a secret Magic Jar. Then break 
a stairway out of the hole. ia feet fd Od ad 

At the fall-away bridge, drop down two. ECEECUCCECCLSSETECECSTIOTT 
levels, and don’t bother with the Treasure Bag. Just run East and 
jump off before the bridge collapses under you, fight past two 
more knights and move on to Helmethead, the boss. 

= Use Jump and Shield against Helmethead and 
use the Downward Thrust to knock his helmet off. 
Then it’s really easy. Just bounce on his head a few 
times with the Downward Thrust, and he’s done for. 
You can actually stay above him, bouncing on the 
M point of your sword until he’s finished. 


The Graveyard 


Now that you've finished the Swamp Palace, 
head for the graveyard you passed by earlier. 
Try not to get attacked in the graveyard. The 
Moas there will take both life and magic from [J 
you. In the center of the graveyard is the 
King’s Tomb. Talk to the woman there. Look 
at the tombstone exactly 3 South and 2 West of 
King’s Tomb to find a secret Magic Jar. wena 
Exactly 7 tombstones due South of King’s Ss 
Tomb is a secret hole that will lead you to the next part of the 
adventure. Head East until you come to a very high wall. The 
Jump spell won't work here, so use the Fairy. Keep going East 
until you come out of the cave. You'll see the third palace just 
around the mountain. 
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The Island Palace 


Down the elevator you go, then head East. Watch for falling 
blocks and an assortment of enemies. You'll find a key buried in 
some blocks. Then continue to one of the tricky places in this 
dungeon. There are several 
knights trapped in the blocks. 
You don’t want to mess with 
them. You can use the Jump spell 
to jump over the whole thing, but 
the better way is to cut the top 
block in the stack of three and 
then jump up and over. Keep going East, past the elevator, and 
outside the palace. Get another key, then backtrack and take the 
elevator down. 

Head East to get another key and, eventually, the Raft. You 
should be able to force the first Red Knight off the edge and into 
the pit. Then fight your way through two more knights, or use 
the Fairy spell to get to the raft more easily. 

Now head back West and get a key all the way at the other 
end. You'll have to dig down to the bottom to get it, then fight 
your way out again. 

Next take the elevator down and head East. You'll come to 
another puzzling situation here. You need to get past the 
knights, but you don’t really want to fight them. You can trick 
them, though. You just need a certain technique. If you try to 
power your way through, you get killed. There’s another way to 
approach this situation now that you have the Raft. 


Nabooru and Darunia 


Near the town of Mido, you'll see a platform sticking out of the 
water. Walk onto that platform and you'll ride the Raft to the 
other side of the water. Head East until you come to the town of 
Nabooru. If you get attacked, run fast. There’s nothing you can 
do with the spiders. Not yet. You need the Fire spell. 

In Nabooru you find a thirsty woman. Help her by going to 
the fountain and bringing back water (just stab the fountain). 
Then she'll lead you inside where you get the Fire spell. You'll 
also meet an Ache in one room. He doesn’t talk at first but keep 
trying. He'll give you a hint. 

Now go North of Nabooru, through the cave, and head 
North, then East. Follow the short maze to the town of Darunia. 

In Darunia Link will find a doorway that has someone 
behind it. How do you get in to talk to that person? Well, there is 
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another way in. Santa Claus would know how, although you 
may have to find a low place to start from. Anyway, make it into 
that building to get the Upward Thrust technique, then talk to a 
woman about a kidnapped child. 

Rescue the child by going far to the East, through the forest, 
and onto the pier that crosses over to Maze Island. Take the 
Southern path, and the second road North. At the end of this 
road you'll find a hole. Inside s 
that hole, you'll find the 
kidnapped child. While you’re 
here, go across the three bridges 
and head to the Western path. 
Use the Fire spell on the spiders. 
You'll find a Magic Container at 
the bottom of a hole. Now head 
back to Darunia to return the 
child and learn the Reflect spell. 


The Island Palace — Take 2 


Find your way back to the third floor of the palace, where the 
knights were trapped. Now that you have the Upward Thrust, 
you can play a neat trick on them. First, go down the bottom 
path and break open the right hand block above you (where the 
Blue Knight is). Now lure the knight down to where you are. 
Jump up and go to the top 
wg path. Cut your way down to 
the middle path and then cut § 
open the wall that holds the 
Red Knight in. Run back to 

m the place where you cut the & 
block in the ceiling (now the floor) and stand on the remaining 
block. The Red Knight will simply fall down with the Blue 
Knight (where they can play Gin Rummy for all you care). Now 
you can proceed, and never a shot was fired. Just a little further, 
and you reach the lair of Ironknuckle. 

To defeat Ironknuckle, you have to get 
him off the horse first. Jump up and use the 
Downward Thrust to hit him a few times. 
When you get about four health bars off 
him, he’ll drop off the horse. Then you'll 
have a real battle to beat him. Use any spells 
that you think would be useful. Be sure to 
block his swords as often as you can. 
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You've I aa to o the Mi Maze Island, so you rad the 
way. This time go the same way you went before to get to the 
Magic Container, then continue Northward when you come out 
of the hole. Take the longest route you can to get to the next 
palace. It turns out to be easier. Stay as close r 
to the outside edges of the maze as you can. 


The Maze Palace 


Get some magic from the statue out front, but 
don’t get hit by the Moa’s fire. Then go down 
the elevator and head East. Go down another K 
elevator and go East again. You'll come toa É 
collapsing bridge. If you make it all the way The Long Route. 
across, you'll find a key at the end of a fairly easy passage. Just 
watch out for flying axes and don’t get a hot foot by stepping on 
the flames. Stab the statue at the end for a Magic Jar. 

If you don’t make it past the collapsing bridge, you'll fall 
down a hole. Angle to the right to stop falling at the first landing 
and then head East to find the Winged Boots. All is not lost. 
Even though you didn’t get a key, you can use the Fairy spell to 
get the Boots. These Boots are worth having; be sure to get them. 
If sal did get the key, fall down anyway and get the Boots. 

7 By the way, if you get killed in this palace, 

now that you have the Boots, it’s very easy to 

get back here. Just walk on the water in the 
maze and skip all the other stuff. 

After you get the Boots, fall down 
again and go down a passage identical to 

* the one you saw before. Get another key 
and head West. Watch out for the ghosts who appear and cast 
spells at you. The Reflect spell will help, but you can probably 
just block the spells with the shield and move along past the 
elevator. Still another key is buried in blocks. Get that one and 
head back to the elevator. 

Go up three screens and head West. Pass the first elevator, 
and go through the locked door. There’s another key up high. 
Get that one, then head West again to get another key. 

Head down the elevator just East of the last key, and then go 
East to get still another key. If you're not lost by now, head West 
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across some collapsing bridges. Down another elevator and 
East, through a locked door and past some nasty guardians. 
Finally, you'll come to the lair of Carock. 

The best way to kill Carock is to use his 
own power against him. Use Shield and 
Reflect and try to block his spells back at him. 


The Overworld 


With the Boots, you can get another Heart Container. Go along 
the road East of Nabooru and walk over the water. You can’t just 
walk anywhere, so you'll have to pick your path carefully until 
you are directly above some mountains to the South. Try to turn 
North until you succeed. Follow the path East again until you 
come to a new place. You'll see another palace South of you 
when you're close. Find a Heart Container in that new place. 

After you get the Heart Container, walk over the water as 
far West as you can, then move one step East and then go back 
South as far as you can. Head West again, but after a few steps, 
head South again. When you come to land, walk East over the 
desert to find a Treasure Bag worth 500 points. 

Now backtrack until you can walk North onto the water 
again. Keep trying to go North till you find an opening, then 
East until you find a passage that leads directly East. That will 
take you to the next palace. 


The Sea Palace 


Go down to the first floor and head East. Use the 
Fairy spell to get up the high wall and then 
backtrack to collect the key. Cross the collapsing 
bridge and head to the next elevator. Go down 
one floor and head East. There’s a key high up 
on a rock. Don’t run past it. An avalanche of 
ES blocks will fall. Wait until enough of them have 
fallen, then cut a stairway to the key. prs 

This is one of the best places to charge up your H f ji 
character that you can find. Simply stand on the third 
row of blocks, cast the Fire spell, and sit and rack up 
points. Each Moa is worth 50 points, and they'll keep 
coming and coming. You should be able to charge Link up 
to his full power here. Also, once you have your Life, jj 
Magic, and Attack all at 8, you can earn an extra life for 
each 9000 points. That's a lot of Moas, but you'll need all R 
the lives you can get by the time you're done. 
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Once you've charged up, go West and down the elevator. If 
you go to the East, you'll find a key that is behind a wall. You 
can’t get it, so you may as well go West from the elevator 
instead. Go on past the next elevator you come to and go down 
the second one. Head West to get a key (by the way, the upper 
route is easiest to get this key). 

Now go back to the first elevator, go up one floor, over to 
the next elevator to the East and down one floor. Go East and 
get the key from the knight on the high platform. Then head 
East again until you reach the end of the passage. 

Jump over Ironknuckle and walk into 

the wall. That’s right. It’s a false wall. You R 
were probably wondering when you'd find fi 
one of those. Head East through the wall § 
and find another elevator. Take it down a 
floor and continue West to get the Whistle. 
You can get a magic bottle from the statue on the upper shelf. 
F Next, go back the way you came and go 
up one floor. Go back West, through the wall 
and up the elevator. Go West to another 
elevator and go up one floor. Now go East to 
find Gooma’s hideout. 

Use Shield and Jump 
against Gooma. To kill Gooma, you have to 
watch his wind-up, like a batter watching the 
pitcher. He’ll swing his chain around before 
he tries to toss it out at you. When it has gone 

3 around about one and a half 
times, jump up. The mace 
will pass under you. Stab Goon as you hit 
the ground, then repeat the pattern. You 
should be able to beat Gooma easily if you get 
the timing right. 


Overworld 


Now that you've finished the fifth palace, you might want to go 
to bed. But that would be wimpy. Stay up and go for the next 
one. Walk West across the ocean and get recharged in Nabooru. 
Now head to the Southwest where the 
giant spider blocks the way. Now you have 
the Whistle. Blow it and the spider will go 
away. As you head down the road South, 
you'll find yourself going through three 
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passes where you have to dodge a lot of rocks tossed at you. 
However, there’s a way to avoid the first pass. Wait on the 
square where the spider was until you see some enemies appear. 
Now run down the road. If you get attacked just as you enter 
the first pass, you'll walk off the road and on South without 
having to go through the pass. 

You wili have to get through the next two passes, though. 
Just remember, the lizards always throw the rocks directly at 
you, so let them aim, then move in a different direction. If you 
move in a jerky motion, they'll miss you every time. 

When you get to the graveyard, head East 
and then into the forest. Don’t cross the bridge 
yet. Just go Northeast to the cave. On the other 
side of the cave, you'll see a small forest. Use É 
the Hammer to chop down the trees and KË 
reveal a secret town there. This is the town of È 
New Kasuto. An old lady will give you another Magic 
Container here. You'll also get the Spell spell here. 

After you get Spell, go to the edge of the 
town and cast Spell to see a new building appear. 
Enter it to find the Magic Key. Then leave town 
and go back through the cave to the North. 

By the way, once you're through the cave, 
<< there’s a 500 point Treasure Bag hidden in the 
forest to the South of the cave entrance. You gma 
might look for it, then head into the desert. To 
the Southeast is another Heart Container. Get 
that and then head West. 

If you want, pass the 
three rocks (you'll be back, Heart Container. 
though) and head for the bridge to the West. 
Enter the town of Old Kasuto and go in the 
first door. You'll be hit by invisible enemies 

Old Kasuto. when you first get to town, but if you're 
strong, you can make it through. Get the Thunder magic here 
and then beat it out of town as fast as you can. 


Dragon’s Maze Palace 


When you come to the three rocks, stand 
between them and blow the Whistle. The sixth 
palace (called a Dragon’s Maze) appears. Enter 
as usual, collecting magic from the statue in 
front, then going down the first elevator. 


25 


Nintendo Games Secrets 


There’s a Treasure Bag to the West, but you don’t need 
that. Just head down to the second floor and then go East. 
Look out for the long jump. There’s a pit that you don’t want 
to fall into at this point. Use the Jump spell if you’re in doubt. 
On the other side, fight the Ironknuckle and pass through the 
door (isn’t the Magic Key nice?). 

Keep going East p 
until you reach a |i 
room full of pillars. | 
This one is very 
tricky. Count three 
pillars and then jump over the middle of the floor. There’s a pit 
there, and it will send you down to the next floor. You'll have to 
fight your way back up to this point if you fall. To get the Cross, 
you'll have to fight the Ironknuckle on horseback again. 
Remember the boss of the Island Palace? Well, he’s back. 

Get past Ironknuckle and you get the Cross. It will help you 
see invisible enemies (like the ones in Old Kasuto). This time 
you want to fall down that pit in the column room. Go down 
two floors and angle to the East to land on 
solid ground. Head East until you get to a 
room that you can’t walk through. Use the 
Fairy spell to cross that one and then 
continue East. If you go past the elevator, 
you'll have to fight Ironknuckle yet again, 
but there’s an extra man at the end. After getting the extra man, 
backtrack to the collapsing bridge, get the Fairy spell ready, and 
drop down the hole. As soon as you emerge from the pit, cast 
the Fairy spell and fly East through the narrow passage. Keep 
going East to meet the giant snake, Barba. 

To defeat Barba, use the Shield and the 
Jump spells. Stand on the middle platform and 
hit Barba in the head when he appears next to 
you. You can jump and get him in the head 
when he’s high and also hit him as he goes back 
into the fire. The rest of the time, dodge his 
shots by jumping straight up. 


Overworld 

Now it’s time to collect all the extra men you know about. If 
you've been paying attention, you'll know about several. Go get 
them, then return to the grassland outside Nabooru. Here you 
can charge up if you wish before attempting the Grand Palace. 
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In what I call the “spider field” you can use the Fire spell to 
kill spiders. Each encounter gains you 150 points or more. You'll 
get enough magic back to keep charged up, and you should only 
have to go into town occasionally. For each 9000 points, you get 
an extra man, so it may help to build up some men before 
heading for the Grand Palace. The way there is hard, and the 
palace itself is even harder. 

Head from Nabooru past the spider and through the road 
to the small graveyard. Take a detour up into the swamp East 
of the graveyard to find another extra man. Now head through 
the graveyard into the lava path to the South. There’s a small 
special area just East of the beginning of the path, but it doesn’t 
contain any treasures. 

7 The way to the Grand Palace is 
44 treacherous and there are many traps. You 
j may find it works to use the Fairy spell to fly 
į} through some of them. Eventually you'll 
4 have to pass through two caves, but you'll 
#4 have to go through lots of invisible trap 

= areas, too. If you make it through all the 
traps z thet two caves, you'll be there. When you first enter the 
Grand Palace, watch the barrier go up. That only happens when 
you've returned all six crystals to their palaces. 

Now you know somebody’s expecting you... 


SHH... THE SECRETS 
Here’s the secret way to complete the Grand Palace: 


The Grand Palace. Once you make it to the Grand Palace, you'll 
start from there each time you die until you turn off the game. 
However, it’s hard to go through the Grand Palace with only 
three men. I’ve heard of players who stockpiled as many as forty 
men in the spider fields, though that is somewhat excessive. 
Anyway, you made it, and now the fun begins. Here’s the 
fast track through the Grand Palace. I won’t give you all the 
answers, and I'll let you be surprised about the many new 
enemies you'll meet. They require the same techniques as the 
others you've known, but they're definitely going to give you 
more trouble. i 
Go down the first elevator, then go West 
until you reach another elevator. Down again, 
then East. At the next elevator go down and East 
again to another elevator. Go down into the 
middle of the narrow shaft. There are false walls 
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leading West in the next two floors. But go 
down three screens and head East again. 

When you get to the next elevator, go 
down and East three more times. You'll find a 
Fairy at the bottom of a pit. Carefully charge 
up your Life Points (but don’t fall in the fire) 
and then go West until you find an extra man. Then backtrack to 
the elevator and go down. 

Now head West until you come to a 
room with blocks along the floor. You’ve 
never seen one of these before. Perhaps 
there’s a secret? Try breaking the sixth block 
from the left and dropping down in the gap 
it creates. Oooh. A secret pit! 

Now head East until you reach a collapsing 
bridge. Under the bridge, in the middle, is a very 
narrow gap. Drop down that gap and head East at (9 
the bottom to find and fight the Thunderbird. 


Shield, Jump, and Reflect before it arrives, then 
use Thunder on it. That will weaken it, but you 
still have to get some good shots in at its head while avoiding its 
shots. If you have plenty of lives and lots of 
perseverance, you can beat Thunderbird. When 
you do, take a moment to limber up your fingers 
and breathe deeply. Get ready for the final battle. 
When you can’t stand it any longer, go into the 
next room East. 

It’s time to fight the final enemy, your own shadow! You 
might say it’s the missing Link. Actually, they tell me that it’s 
really Ganon returning in a new form. Whoever or whatever it 
is, he’s no pushover. If you have a Turbo stick, though, you've 
got a good chance. 

The shadow is very fast and clever, but if you stand your 
ground and keep your sword flashing, he'll become vulnerable 
from time to time. This happens especially when 
he jumps over you. Turn as he goes over you and 
you'll hit him from time to time. Most of his 
attacks are high, so keep standing and hitting. 
With enough practice and good timing, you'll do 
it. Then breathe a sigh of relief and pat yourself on the back. If 
you beat this game, you've done quite a job! 


CHAPTER 3 


Batman 


Distributor: Sunsoft 
Game Type: Action 


WHAT’S GOING ON? 


You all saw the movie, didn’t you? Well, didn’t you? So you 
know that Jack Nicholson (I mean The Joker) is planning to bust 
up Gotham City’s big birthday bash. The Joker’s a pretty nasty 
guy, and someone should do something about him. 

Getting to The Joker isn’t going to be easy, though. He’s 
managed to hide, and you'll have to find him, beating his five 
mean bosses along the way. Start out in Gotham City’s main 
street and make your way to the front of the City Hall. If you 
survive that, you'll search the Axis Chemical Factory where The 
Joker has been up to his nefarious schemes. Then it’s on to the 
Underground Conduit, the Laboratory Ruins, and, finally, to the 
Cathedral where you'll finally corner The Joker. Or is it The 
Joker who has you cornered? 


WHO ARE YOU? 

Who are you? To misquote the movie, “You're Batman.” That's 
right, taking justice to the streets and alleyways, you play the 
Caped Crusader himself. You don’t get to play with Kim 
Basinger, but you can’t have everything. You do get some 
powerful punches, a few good weapons, and the most amazing 
Wall Jump. 


PLAYERS 


Batman is a one-player game. 
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SCORING 


You can score points by beating The Joker’s henchmen and by 
picking up the bonus ‘B’ items. However, like most games, 
scoring means nothing if you can’t beat the game. And that 
means beating The Joker. You'll be lucky even to find him. 


LIVES AND HOW TO LOSE THEM 


You start each game with three lives. Each life has eight 
segments. Lose all eight segments and it’s bye-bye life. You start 
again at the beginning of the stage you last played, but you 
don't want to do that too often because, lose all three lives and... 
Oh, no! Not back to the beginning!!? 


CONTINUES 


Yes, you can continue this game. Each time you lose all three of 
your lives, you start from the beginning of the stage you were 
in. There is no limit to the number of times you can continue the 
game. However, there’s no password or stage selection, so once 
you turn off your NES, that’s it. You'll have to start from the 
beginning again. I can see lots of Nintendo units left on for 
several days... No, Mom. Don’t pull that plug! 


CONTROLS 


Move Left Move Right 


anes! ed Attack/Shoot Hold or Batman Jump 
Press near wall for Wall Jump 
WEAPONS 


Your fists are your best weapons, Batman. But you also get a 
Spear Gun, your famous Batarang, and the powerful Dirk. 


30 


Batman 


The Spear Gun is a good, all-purpose weapon for long-range 
shooting. It’s not fantastically powerful, and usually several 
shots are needed to defeat an enemy. 

The Batarang doesn’t have much range, but it is an effective 
weapon in some circumstances. It does have the advantage of 
sometimes hitting an enemy twice — once on the throw and 
again on the return. 

The Dirk is best when you need to cover a wide area with your 
shots. It splits into three shots and spreads out. However, it uses 
your pellets (see below) three times faster, too. 


SPECIAL ITEMS 


There are three special items in the game: 

The Bonus Item adds to your score. 

The Pellet Item adds 10 pellets to your arsenal. You'll need 
these pellets to shoot any of your weapons. The most you can 
have is 99 pellets. Without them, you have only your fists. 

Each Heart recovers one eighth of your life line. 


FRIENDS 


Are you kidding? The people of Gotham City are all too scared 
to help you. You’re on your own in this one. 


ENEMIES 


The Joker has left a whole army of flame throwers, heat-seeking 
bombs, drone attackers, and ordinary soldiers. In fact, he’s really 
pulled out the stops with his ingenious ways to kill you. Still, 
most of these characters are minor annoyances. The real 
firepower is at the end of each stage of your mission. There 
you'll meet The Joker’s most powerful allies: 

At the end of Stage 1, you'll meet the Killer Moth who 
shoots fireballs at you. 

At the end of Stage 2, you meet the Machine. You must 
systematically destroy its control functions and render it 
inoperative. 

After completing Stage 3, you meet The Electrocutioner, 
billed as the strongest warrior on earth. I know this, his killer 
electrical beam (know as the Moon Attacker) can wipe you out 
in a hurry. You'll have to find his secret. 

The Boss at Stage 4 is the Dual-Container Alarm. Robotic 
vehicles will chase you all around the screen. Can you find 
their weakness? 
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Stage 5 leads you to Firebug, The Joker’s right hand fiend. 
His fireballs measure out at 600 million degrees Centigrade. 
That's hot, folks. Don’t get caught! 

Then there’s The Joker himself. He’ll wipe you out in a 
variety of ways. Can you make the grade and defeat him? Can 
you even get there? 


STRATEGY SESSION 
General Strategies 


There’s no question about it. You'll have to master that Wall 
Jump. And I do mean master it. You'll have to be able to control 
your Wall Jumps to within a fraction of an inch. Without 
complete control over the Wall Jump, you won’t make it 
anywhere near The Joker. 

Learn when to use weapons and when to use fists. In most 
circumstances, your fists are plenty powerful. Master the art 
of jumping right onto an enemy with your fists flying. Turbo 
is recommended. 

Practice, practice, practice. You'll have to put in some time 
to learn the secrets of each stage. Don’t be discouraged if you 
make it to a Boss and can’t beat him. Each Boss character has a 
weakness. There’s always a way to win. Keep watching what 
they do and you'll be able to figure most of it out. If necessary, 
have a friend watch while you fight. Sometimes another 
observer can spot the weakness that you can’t because you're so 
busy trying to stay alive. If you really can’t figure it out, see The 
Secrets section of this chapter. 


Stage 1: Gotham City Use your fists to bash your way down 
the street. Kneel down to take out the Mobile Trackers and 
time your attack on the flame throwers (known as Heatwaves). 
In the first part of this stage, watch out for 
Deadshot, who shoots at you. Either jump 
or duck his bullets, then use your fists. 
You'll also learn about the Mobile Home 
Mines here. Simply get close enough to 
trigger them, then jump over their blast. 

There are a couple of places on this first 
section where you can safely practice your 
Wall Jump. It’s a good idea to get some 
practice in now. It won't get any easier. 

In the second part of this stage, be very 
careful you don’t get caught in a dangerous position near any of 
the Mobile Home Mines. There are several along the way. When 
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you get to the Heatwaves, wait until they 
stop shooting, then jump with your fists 
pounding. You'll land on them and punch 
them silly without taking any damage, if 
you do it right. Practice this technique... 
You'll use it often. 

At the top of the second set of 
platforms, you'll be attacked by a soldier in 
a jet-pack. He’s called The Enforcer. The 
best thing to do here is use your gun to 
shoot the last Mobile Tracker, then change weapons to the Dirk. 
Now jump up on the wide column to flush out The Enforcer, get 
one shot at him, then duck behind the column while he shoots. 
He’ll hover over you, then come 
down to shoot again. You're safe 
where you are, but if you time it 
right, you can shoot him as he comes 
around. Two shots should do it. 

Use the same technique against 
the next Enforcer. You'll meet him as you approach the fourth 
column after the one you just used for cover. There isn’t as much 
to hide behind, but it works. 

It’s a long jump next, but just drop down to the bottom, 
with your Spear Gun ready. At the bottom, run immediately to 
the back of the screen and start shooting. Move a little forward 
after your first shot so you can see your enemy. Fire rapidly nine 
times and you should beat this guy before he can beat you. 

Now you have to meet the Killer Moth. At first, he’ll seem to 
be impossible, but there’s an easy way to defeat him. Observe the 
pattern of his fireballs, and you may see the trick. 


Stage 2: The Axis Chemical Factory 
At the beginning of Stage 2 you'll 
have to jump from platform to 
platform avoiding the dripping 
acid from the leaky pipes. Watch 
out for Heatwaves. 

First you go to the right. Then 
jump platforms to the left and back 
to the right again. You'll come to a 
wall that you can’t get past with a 
normal or Batman jump. This is the 
first place where you absolutely have to make a wall jump. The 
picture on this page shows you how to do it. 
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Past this wall, you'll find a very long 
jump. You'll probably have to land briefly 
in the liquid waste below, but you can try 
i this trick. Jump off the upper platform and, 
as soon as possible, do a Wall Jump. You 
probably won't make it, but it’s good 
practice. If your timing is perfect, you can 
make that jump safely! 

The next section of Stage 2 starts out 
pretty easy. Shoot the grappling machine 
from a distance so it can’t knock you into 
the electrical field below. Then proceed 
East. You'll have to Wall Jump a couple 
more times. When you come to the wall, 
there’s only one way to go. That’s right. 
Up. And there’s only one way to get there. 
That’s right. Wall Jump. Here's your first 
of many tests of your Wall Jumping skill. 
j Jump from wall to wall until you get to the 
fourth platform. 

The trick to successful Wall Jumping is 
to perfect your timing. Sometimes you'll 
have to let Batman drop a little, then press 
the button. If you do it too soon, you may land him in an electrical 
mess. So practice dropping down just enough to make that 
perfect jump. When you land, keep your fists moving and you 
shouldn’t have any trouble. 

If you can make it up this series of platforms, you'll have 
passed the first really big Wall Jumping test. Be prepared for more 
of the same, only worse, in future stages. But there’s still more to 
come in this stage. 

Once you get to the top, you'll need to do a difficult drop- 
down Wall Jump. Walk off the edge of the top platform and 
immediately Wall Jump off it. If you made the jump in the 
previous section (the one above the liquid waste), this one 
should be a cake walk. 

More Wall Jumping later, and you'll come to the next phase 
of this second stage. Be careful with the last drop-down Wall 
Jump. You may be in for an unpleasant surprise when the 
Shakedown runners appear. Watch your timing. 

In the third section of this stage, you'll learn a new and very 
useful trick. It’s called charging up. See that thing on the ceiling 
dropping bombs? That's a Drop Claw. Get under it, just to the 
side, and start punching rapidly. Punch the bombs when they 
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drop and they'll leave 
goodies behind. You can 
get hearts to recharge 
your life and pellets to 
recharge your guns. 
You're going to spend a 
lot of time doing this in future levels, 
so get used to it. 

Once you are all charged up, 
continue East. You'll pass another 
Drop Claw, but this one is above a conveyor belt. Not so 
convenient. Drop down the hole, being careful not to bump into 
the whirling cogs. Then head West. Make it past a couple of 
Deadshots and then Wall Jump up and over the wall. Now drop 
down, controlling your fall to avoid the cogs, then hop over the 
conveyor belts. If you've been injured, you can recharge by 
fighting the Shake-down guys that attack here, moving on and 
off the screen to make new ones appear. Then continue to the 
end of the path to meet the Machine Intelligence System. 

To finish off the Machine, first take out the guns at the end of 
the conveyor. You can shoot them or use your fists. It’s tricky to 
walk up the conveyor 
belt and punch these 
guns, but you can do it. 
Next you need to take 
: j out the glowing blue 
ee Se a, : =| eye at the left edge. 

— -——— Move up to the plat- 
form above, and stand right in front of the electrical wall there. 
You want to shoot the eye from there. Time your jumps so you 
can shoot and hit the eye. Nine shots from your Spear Gun will 
destroy it. 

Watch out! As soon as you take out the eye, the wall behind 
you comes down. Try to see if there is a safe place to be when 
the guns shoot. If you can’t beat this eye, check out the Secrets 
section below. 


Stage 3: Laboratory Ruins Almost as soon 
as you start your trek into the Laboratory 
ruins, you'll meet one of The Joker’s most 
fiendish creations. Jader will jump all over 
you if you let him. However, there’s a way 
to avoid taking a trouncing. Simply move 
cautiously forward until you get just a 
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tiny glimpse of Jader. Then shoot him while he’s still mostly off- 
screen. If you do it right, you won't have to fight him. Sure, you 
could out-punch him, but what about the next one? Take it from 
me, caution is the best way. 

There’s a tight little Wall Jump section up ahead, then 
another couple of Jaders. Move with care. Another tricky Wall 
Jump takes you to the tiny brick from 
where you jump across a pit of grinding 
blades. Then you'll come to a Drop Claw 
where you can charge up. But be careful. 
The entrance to the next section is just 
behind the Drop Claw, and you may go 

there by mistake before you're charged. 
; In the second section of Stage 3, move 
along to the East. When you reach the first 
waterfall, step off the edge, but carefully 
angle West. You'll land on a tiny block at 
the bottom from where you can continue. 

Keep going downward, but be careful 
when you drop from the second waterfall. 
For best results, Wall Jump near the bottom 
of the wall to land you on the safe ground. 
But be ready. There’s a Jader waiting for you at the bottom. Get 
past him and make it to the next waterfall. This time you'll have to 
go up (using the WJ, of course). 

At the base of the big waterfall, you can charge up from the 
Drop Claw, then continue East. Jump the narrow blocks and, 
when you get to the highest one, you'll 
need to execute a perfect WJ to make it up 
the chasm. 

At the top of the Chasm is the 
entrance to the third section of Stage 3. 
Now you're in the underground cavern. 
Continue East. Avoid the two Mobile 
Home Mines by dropping down in front 
of them, then jumping back up while they 
explode. Don’t move forward yet. Shoot 
the Mobile Tracker ahead with the Spear 
Gun, then move forward with care. The 
EEV (Electrical Emitting Vehicle) will 
shoot at you. Using bat-like timing, jump 
over its shots and shoot it a few times. 

Next, jump up to the next set of platforms. There’s another 
EEV ahead. You can hide behind the rock and take shots at it. 
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Take it out and continue onward. Use your gun to shoot 
distant enemies. Don’t worry about wasting bullets here. 
You'll be charging up very soon at the Drop Claw ahead. 

Now you have another difficult wall climb ahead. Watch out 
for the spinning gears and time your leaps so you don’t get blasted 
by the Heatwaves. Go to the top and take out another EEV. 

Now you'll reach the Boss stage where you'll have to fight 
The Electrocutioner. He’s a mean one. In fact it’s hard to beat 
him. Good thing there are endless continues. The trick is to keep 
out of his way and find the time when he’s not paying attention 
to you. It doesn’t happen all the time, but it’s worth waiting for. 


Stage 4: More Laboratory Ruins At the beginning, watch out for 
Mobile Home Mines and Jaders. Charge up at the Drop Claw if 
necessary, then continue onward. 

After you charge up at the Drop 
Claw, move forward and kill the 
Jader at the end of the hallway lined 
with The Joker monitors (he’s right 
past the Heatwave). There’s another § 
Jader past him, then it’s on to section | 
three of this stage. 

Everything starts out pretty basic 
in this section, but when you come to the blocks above the 
crankshaft, you'll need to use fancy WJ techniques to move from 
block to block. At the end of the blocks, drop straight down, 
then move West until the end. Now drop down and head East 
again. It’s hard to charge up at the Drop Claw because of the 
crankshaft, so you'll probably have to just go to Stage 4-3. 

- This next section is pretty mean. 

They show you the exit, but you 

can’t get there until you negotiate 

some tricky places. It seems as if a 

| perfect WJ might make it. No harm 
in trying, I guess. 

- — When you don’t make it to the 
exit the easy way, drop straight down to the bottom. Don’t worry 
about taking a little damage from the Rail Runners. Oh, you can 
punch them out easily enough, but there’s a Drop Claw at the 
bottom of the pit, so why bother? Charge up and then jump the 
platforms. Go up a level and jump back across again. Watch the 
long jumps and use your gun to take out distant enemies. 

This next section is pretty sketchy. You'll need to have some 
faith here. See those little tiny conveyor belts? Yes, you'll have to 
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use them as platforms. The trick is to balance 
the movements of the belt, then jump off at the 
right time. Jump from the first belt to the 
second. Now watch the electricity and WJ up 
the tall blocks to the top of the second one. 
Walk straight off the tall block onto the 
conveyor below, jump across to the next belt, 
time your jump and destroy the Mobile 
Tracker at the top of the next tall block. Jump 
from that tall block to the next, then to the next (getting rid of 
the Mobile Tracker there). Now drop down to the conveyors, 
jump to the next one and WJ up to safety. Whew!! You made it! 

There’s another EEV to take care of, but good timing and some 
Dirks should do the trick. Find a place to hide. Then climb up and 

A finish off another EEV. At the top of the 
ee eee climb, you'll be rewarded by another Drop 
: Claw to charge you up. The Nightslayers up 
there should give you no trouble. In fact, if 
you can trick the second one into standing 
under the second Drop Claw, you won’t even 
have to kill him yourself! 

Finally, you've made it to the Boss level. 
The Dual-Container Alarm vehicles can run 
you down or shoot you, so you'll have to 
— Æ find a way to beat them. The important 
thing, as usual, is to find a safe place. But there doesn’t seem to 
be one. There is, though. Trust me. 


Stage 5: The Cathedral After some nice cinematic effects, you'll 
find yourself in the Cathedral. Jump the spinning gears and make 
your way up the platforms as usual. At the end of the second 
level platforms, WJ the small square 
blocks and then drop-down WJ to get 
to where the Drop Claw is. Charge up 
for this next section. You'll need it. 

This next section is very difficult. 
Wall Jump up the left side, avoiding FF 
the enemies waiting for you. When | 
you get to where you can’t go up 
(because of the gears there), you'll have to cross to the right 
hand set of blocks. This is tricky, but possible. Use wall jumps on 
the blocks to avoid the gears above. If you do it perfectly, you'll 
make it from one block to the other without taking any damage. 
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Sometimes you'll want to jump up to move the screen so 
you can see your enemies above you. Timing is important if you 
want to attack without being hit. So watch your enemy’s 
movement and time your jumps. 

If you can get past this brutal climb, there’s a Drop Claw at 
the top. Be sure to use it since you're very close. Why, you can 
hear The Joker’s laughter already. 

But before you meet The Joker himself, you'll have to deal 
with Firebug, the toughest opponent you've met so far. You'll 
have to move fast and find the right weapon to beat him. 

Right after Firebug, as if you problems weren't already 
enough, you'll encounter The Joker. All we can say is, “Good 
luck.” By the way, if The Joker defeats you, you'll have to climb 
up the Cathedral tower again. But at least the Firebug won't be 
waiting for you this time. 


SHH... THE SECRETS 


If you really can’t figure out how to beat one of the Boss 
characters, or how to get past a level, check out what we have 
r <4 g here... Some tips! 

To get past the 

Killer Moth, stand in a 
place where his fire- 
balls can’t reach. There 
are two such places; 
one on either side. 
When he swoops down 
at you, fire at him. Four 
shots with the Dirk 
should do it. 
- To destroy the final 
eye in the Machine Intelligence System, crouch just under the 
final eye. When it closes, three guns come out and shoot. If 
you're crouching just under it, the guns will miss you. Then 
jump up when the eye 7 a 7 
opens again and punch. § 
Nine or so good punches y 
will take it out. ge <= 

The Electrocutioner isa PA = 
powerful and unrelenting RENATE 
enemy, but you can beat him. Keep moving, using the platforms 
at the top of the room as safety points. Every once in a while, 
your adversary will start attacking the wall with his back to you. 
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That’s when you attack. Run up 
behind him and punch him or try to 
get some shots in with your weapons. 
You'll have to find the safe places to 
= jE stand or you'll never win, though. 
4 F To beat the Dual-Container Alarm 
>z 5 vehicles at the end of Stage 4, you 
Keep punching! have to find the safe place. Kneel on 
the top of the third tall block and punch the containers as they 
pass by. They might get in a lucky shot or two, but you'll get 
the first one. As soon as the first one is gone, the second 
container goes berserk, changes form and starts shooting 
fireballs that spread out in both directions. You won't have 
much time to understand the pattern. The container stays on 
the bottom of the screen and moves back and forth. It stops 
and fires periodically, but not always in the same place. It 
J moves more than the 
length of the room, but 
not quite twice the length. 
So it will stop in a 
different place each time. 
When it stops to shoot, 
it’s vulnerable. Get down 
there and punch its lights 
out. A few good punches 
will finish it off. 
Firebug is very tough. 
As soon as you get to his 
screen, be sure to have your Batarangs ready. When he first 
appears, he'll rush you and start beating on you. Don’t despair. 
In time he'll get tired of pounding you. At the first opportunity, 
hit him with a Batarang. PPRNO = 
That will drive him py ki 
backward. From here on, $ 
you just have to jump his 
fireball and hit him with 
the Batarang as you come 
down. Most of the time, 
he’ll jump back to the 
other side of the screen 
and throw another fire- 
ball. Sometimes he'll stop 
and try to punch you. If 
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you stay at the left edge of the screen, 
he’ll miss. Hit him with another 
Batarang and he'll jump back to mid- 
screen. Get ready to jump another 
fireball, and he'll go back to the other 
side and the pattern starts again. You 
need to hit him a lot of times with the 
Batarang, so be prepared for a patient 
battle. If you don’t make any mistakes, 
however, you'll soon cool his jets. 

The Joker is also quite difficult. 
Jump over his shots. Don’t get hit. If 
your timing is good, you can jump 
over his shot, land near the end of 
the gun, crouch down and start 
punching. His lightning strikes will 
miss you, and then, when he starts to 
run, crouch and keep punching. He 
won't harm you if you're punching, 
but he’ll take damage. Keep doing 
this until you finish him. It’s not easy, 
but it can be done. 

In the third section of Stage 3, 
there’s a trick for getting rid of the 
second EEV you meet. Simply move forward until it appears on 
the screen, then run back until it disappears. It won't work every 
time, but eventually it will simply be gone. This will work also 
for the third EEV, and it even works for some other enemies, but 
you'll have to experiment to find out which ones. 


TILL NEXT TIME 
BAT FANS!!! 
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Bionic Commando 


Distributor: CAPCOM 
Game Type: Action 


WHAT’S GOING ON? 

Can one hero rescue another? That’s the question you'll have to 
ask yourself. After all, if the famous Super Joe failed in his 
mission, who are you to think you can succeed? 

Super Joe was on the trail of a nasty plot to develop 
something called the Albatross. Little is known at this time, but 
your mission is to rescue Super Joe and destroy the Albatross if 
possible. Doesn't that sort of thing make you all happy inside? 
There’s nothing like a challenge. 


WHO ARE YOU? 

As far as this game is concerned, you don’t have a name. You’re 
just you. But the character you control is a special sort of hero. 
Of course he carries a gun, but, unlike other heroes, he also 
carries a bionic arm that he can shoot out in different directions. 
The arm functions sometimes as a weapon, but it’s primarily a 
way to get from place to place. By throwing out the arm, you 
can catch it on the ceiling and swing on it or climb up it. 


PLAYERS 
One player. 


SCORING 


There’s no scoring in this game, but you must complete the 
different sections of the game, gathering clues and items as you go. 
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LIVES AND HOW TO LOSE THEM 


Start each game with three lives. You can earn life energy points, 
but at the beginning of the game, you have none. If you're shot 
or if you run into an enemy, you lose life energy. When there’s 
none left (like at the very beginning of the game), you lose a life. 
You also lose a life when you fall in certain areas. 

Regain life energy by collecting the bullets left behind by the 
enemies you defeat. At the beginning of the game, every five 
bullets adds one life point. Later, you'll need to collect more. 
You can have up to 7 life points if you’re fully charged. 

There are some free men scattered in various places in the 
game. See if you can find them. 


Roe 


Once you lose all your lives, the game is over. However, you can 
earn continues during the game. Whenever you meet a troop 
qazm truck when changing stages, you 
FE can earn extra continues (3 more 
men) by defeating certain enemies 
on the screen. Collect their eagle 
badges for another continue. Each 
time you fight the troop trucks, you 
can earn up to two continues. 


CONTROLS 


At the beginning of the game, and between stages, you view 
the map of all the areas. You can choose to Transfer to another 
area, or to Descend into the current area. 

To Transfer, use the control pad to choose the destination 
area you want, then select Transfer. 

Choose Descend, then select which items you will bring 
with you into the area. You can bring one weapon, one 
communicator, one special weapon, and one protector. In some 
cases, you'll have to choose wisely to complete the stage. 
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Shoot Gun 


Directional Movement 


Use Bionic Arm 
Make Selections 


Pause to Subscreen 
Use Special Item 


Once you're in the action stage of the 
game, press Select to pause the game 
and enter the Subscreen. There you can 
check your status. You'll see what your 
current equipment is, what level you’re 
on, and how many bullets you still 
need to collect to recharge. 


3 The Subscreen 


WEAPONS 
You start the game with a basic rifle, but you'll earn other 
weapons as you play. 


The Wide Gun shoots in a wider pattern, but it 
doesn’t shoot far. 

The Rocket Gun shoots powerful rockets. 

The 3-Way Gun shoots in three directions at 
once. It is powerful and is very useful in some 
situations. 

Joe’s Machinegun has long range. 

The Hyper Bazooka is needed at the end of the 
game. Fortunately, that’s where you get it. 


3-Way Gun 


SPECIAL ITEMS 
In addition to the weapons, there are some other special items 
you can earn: 
Use the Flare Bombs to light up the dark. When you're 
carrying them, use the Start button to activate. 
Use the Start button to activate the Medicine if you're 
carrying it. That will recharge Joe’s energy to full. 
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The Kick Boots let you kick your enemies. 

The Helmet protects you from three bullets. 

The Magazine System makes the normal gun 

more powerful. 

The Charm repels one bullet. 

The Bulletproof Vest will protect you from 

some bullets. 

The Pow places a protective energy ball around you for 

7 seconds. 

The Permit is needed to get into certain areas. 

There are four different Communicators. You'll need 

to know which one to carry if you want to 

communicate with your base or wire tap the enemy. 
Also, whenever you defeat an enemy, he leaves behind a 
bullet. Collect bullets to gain life points. 


FRIENDS 


Throughout the game, you'll find communicator rooms. Use 
your communicator to receive messages from your allies, or to 
listen in on your enemies’ conversations. The information you 
receive is helpful, but don’t rely too heavily on it. However, it is 
necessary to communicate with your base. In many levels, 
certain doors will only open after you check with headquarters. 


ENEMIES 


There are lots of enemy soldiers. Some have knives; some have 
guns. Some fly on helicopters, and others may run at you on 
suicide missions. You'll get used to treating them all pretty 
much the same way. You'll shoot them. 

Your most dangerous opponent is the Wired Gunner, whose 
grappling hook is even more powerful than your own. 

You also run into some stationary dangers like the Double 
Deck Cannon and the Laser Cannon. As usual, shoot them as 
fast as you can. 


STRATEGY SESSION 

General Strategies 

If you're going to save Super Joe, you'll need to be an ace with 
the bionic arm. Get used to throwing it out at different angles. 
Practice swinging on it and letting go at just the right moment 
to get more distance. Remember, you can’t jump, so you have 
to be a swinger. 
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Use the arm also to climb straight up. Press the button to 
shoot the arm, then press up on the pad. Finally press the button 
to complete the maneuver. 

Use the arm to collect bullets. You don’t have to waste time 
by running over to where you shot an enemy. The arm will 
collect the bullets they leave behind. 

Although it is much less powerful than your gun, the arm 
also can help you in battle. It will drive most enemies back, and 
it will eventually kill them. However, it isn’t the best weapon. In 
the troop truck encounters, swing the arm around you to clear a 
path, but watch out for stray bullets. 

Another technique you'll have to master is the falling grab. 
Get used to swinging out into space and sending the hook out to 
catch something as you fall. In general, you can save yourself 
from certain doom if you keep a clear head and use the arm. 

Finally, you can also climb more quickly by shooting the arm 
upward at an angle, swinging up, then shooting it again as you 
swing upward. You'll find that you can sometimes go grab onto 
places you didn’t think the arm could reach that way. 

Be sure to attack the troop trucks and stock up on continues. 
You can’t have more than nine continues at a time, but you can 
always go back for more if you run low. Be sure not to lose your 
last life. You'll have worked too hard by the time you reach level 
7 or so to tolerate such failure. 


Guide to Bionic Commando 
You start out in Area 1. Practice using the bionic arm here and 
shoot any soldiers you see. Collect the bullets they leave behind. 
This is a good place to practice. Go = 
straight up and use the communicator 
in the communications room. You'll 
learn some more information there. 
When you exit the communications 
room, drop down one level and use the 
arm to swing across the gap. You'll 
need to swing across on the light pole. 
Once on the other side, you may want to go to the second 
landing and shoot the soldier behind the barrel. Keep moving 
off to the left and back again, and he'll return. Just shoot him 
when he stands. Eventually, you can charge up some life energy 
this way (every five bullets you collect gives you another life 
“dot”). Remember, if you duck, his bullets will miss you. Stand 
and fire when he’s ducking, and you'll hit him when he stands. 
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Now make it to the top of this area and enter the doorway. 
Take the elevator down to the second landing and enter the 
communications room. Then leave that room and swing across 
on the arm to the other side. To remove the force field, shoot the 
arm straight up and climb it. Then shoot the emitter for the force 
shield. Just watch your back while you do this. 

Pass the force field and swing across to the next landing. If 
you do it right, you can swing in two quick movements, without 
landing again. Climb AAAA 
to the top left corner S E 
of this room to find 
the next door. Things 
will begin to heat up 
now, so be prepared & 
to clear away the parachute soldiers. aaa may be able to mothe 
some extra bullets here. Shoot away the force field and blast the 
soldier behind the barrel, and you’re on your way into the 
control room. 

After a threatening message from the enemy commander, 
you'll find yourself in a furious battle. Your goal is to the oi 
so head that way. Climb onto the last ===> ; 
platform in the room and shoot 
directly to the right. If you stand at the 
end of the platform, you're relatively 
safe. A few shots will destroy the opaga 
control system for this base. 

The next stage is number 13. You receive an energy recover 
pill (medicine) upon completing the first stage. You'll be able to 
select it to take with you on this mission (after you choose 
Descend). Anyway, whether you take it or not, you’re on to the 
next stage. 

As it turns out, you probably won’t need any medicine in this 
level. It’s a neutral zone. In the neutral zone, you can learn a lot 
from friends and enemies alike. You can also find some secret 
items. Just be careful not to shoot. If you shoot in a neutral zone, 
you call in a wave of troopers and that’s about all she wrote. 
You'll have to try again unless you can find a way to escape. 

Explore all the doorways and talk to all the people. You'll get 
flare bombs in one of the rooms. Don’t try to swing over the 
deadly spikes. Just use the bionic arm to collect the flare bombs 
safely from a distance. 

Now Transfer to Area 1 and then on to Area 4. If there’s a 
troop truck nearby, try to intercept it. Shoot non-stop and 
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move quickly. Be sure to pick up two eagle badges for two 
more continues. 

Descend into Area 4 with your gun, communicator, and the 
flare bombs. You can swing over the spiked floors in the dark if 
you want some excitement, but you should really light up things 
once you throw the flare bombs. 

Enter the first communication room. You'll learn about the 
other communicators. The one you have works in Areas 1, 4, 
and 5. Don’t worry, you'll find the others when you need them. 

Now you have to make it to the upper right-hand corner of 
the room. To do so, work your way up from the communication 
room, then over to the right. Swing across the gap in a series of 
moves like you did in Area 1. Throw out the arm, swing out and 
let go, then throw it out again and swing. You can make it across 
the gap in four moves without ever touching a floor. Then 
immediately make your way up the platforms to the room 
marked with the eagle. That’s the control room. The soldier 
guarding the room won't give you any trouble. Wait until he 
shoots, then climb up in front of him and duck. Start shooting. 
Even if he shoots, he'll miss you. 

Here you'll be warned away (which you'll ignore) and then 
you'll meet the “bearded soldier” who hides behind a heavily 
armored shield. He’s easy, though. Simply climb to the platform 
above and run right. Start shooting and, when the soldier comes 
near you (from below), run left. He's slow, but he'll follow you 
to the left. Now return to your job. By the time the bearded 
soldier catches up with you again, it will be too late. 

You'll get the wide cannon after clearing Area 4. Now 
Descend into Area 15, another neutral zone. You'll meet the 
infamous Mr. Killt here. But he’s all hot air and threats. Just 
ignore him and his flunkies. You'll find a free man in the first 
doorway. Just walk onto the moving 
platform and use the arm to climb up 
and get the free man. Blast away the 
barrier and don’t worry if you get H 
attacked. In the next room, you'll oe 
find another communicator. Get that Ji: | 
and move on. When you come out of HE 
the communicator room, beat it out | 
of the area. dE | 


Next, it’s on to Area 5. Take the In Area 5 nthe Tigh = 


BERIE ELT BIL 


regular gun and communicator and çil help you get to 
the medicine if you still have it. Bionic to-reach places. 
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Commandos have to learn a lot of tricky maneuvers. In this area, 
you'll learn to use the light poles to get to otherwise hard-to- 
reach places. You can’t stand on a light pole, though, so you'll 
have to climb up the arm, then throw it out again to make it to 
the top. In one place, you'll have to climb a pole and then throw 
out the arm to catch a corner of one of the buildings. 

Make your way to the top, taking care of enemy soldiers and 
avoiding the boulder that comes rolling at you. Then enter the 
door and use the communicator. Now leave the communicator 
room and start upward. The action gets heavy here as you meet 
some Barrier Soldiers (flying on copter blades) and some other 
defenses. Move quickly from side to side and make your way 
upward until you reach another communication room. You can 
shoot the barrier soldiers, but if you move quickly enough, you 
should be able to avoid most of them. Remember, your goal is to 
get to the top, not to shoot lots of soldiers. 

Once more, climb upward. Lots of parachute soldiers will 
hamper your progress, and you'll have to make some tricky 
swings. Just remember, you can always throw out the arm, even if 
you are dropping out of control. Keep throwing it out and it will 
often catch something. Keep your eye open for a parachute with a 
supply box. It may contain medicine or a Pow or something else 
you can use. 

At the top, enter the control room and fight the enemy 
guardian there. It’s a robotic guard, and it looks like trouble. 
However, if you stand on the second platform and shoot, most of 
its shots will miss. Watch how the shots spread out. You can stand 
safely at a distance and blast the robot while its shots mostly miss 
you. It'll take quite a few shots, but it’s easy, and so is the 
generator afterward. 

Area 16 is another neutral zone. Collect a communicator there 
and enter another doorway to meet someone who will tell you 
some more clues. 

Take the Rocket Launcher and the second communicator this 
time and Descend into Area 2. Enter the first doorway you come 
to and watch out for the water drops which can carry you away. 
Use the arm to climb out of their reach. Now climb upward, 
beating the crane operators as you go. You'll find a 
communication room at the top of the first area. 

From the communication room, run right. Notice the springs in 
the floor. Use them to get some lift, then use the arm to soar over 
the gap in a series of quick swings. Go to the left and then drop 
down one level to find the control room. Avoid the water drops 
and enter the room. 
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In the control room, head 
quickly to the platform, right 
in front of the control system 
and blast it with the Rocket 
Launcher. It won't take long. 
Upon clearing the stage, 
you'll get the charm. 

In Area 3, take the charm 
and the other items you took 
in Area 2. You'll sink in the You're almost safe up here! 
snow, so be ready to use the arm to pull you out. Then head up 
the cliff. Don’t ask me where all those strange flying things, 
spiders, and man-eating plants came from. But they’re every- 
where, so be careful. Head for the upper left-hand corner where 
you'll find a doorway. 

Inside the door, you're in more familiar territory. Now, at 
least, you'll have soldiers and communications equipment to 
deal with. When you first enter, walk straight off the edge. 
Don’t bother with the lift platform. Just drop down to the 
bottom, then walk quickly across to enter the doorway there. 
You have to communicate so your allies can open the doorway 
to the control room. 

Now head straight to the right side of the room, then down. 
Catch yourself on the last platform (the short one that looks like 
an upside-down L). 
Climb over it and 
then jump across the 
spiked floor. This is 
tricky, but you can 
get there with good 
timing. You can try to use the platforms between the spiked 
floors, but you can make it with fast bionic arm work. 

Take care of the robot guard and control system the same 
way you did before, and then you'll get the magazine that 
allows rapid fire. 

At the beginning of Area 6, use the Rocket Launcher to blow 
away the barrier and do some pole climbing to get the extra 
man. Watch out for the spikes that come out of the gaps, though. 

As soon as you clear the gaps, go straight up. When you 
can’t go any higher, go off to the right and jump the gap. Watch 
out for the radio control guys. They'll send remote control 
devices after you. 

From the top of this first building, you'll have to do some 
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fancy pole swinging to get over to the next building. Keep going 
up and to the right until you can't go any farther. When you 
jump off the end of the first pole, you'll drop down to the 
doorway to a communication room. 

This next sequence is very difficult. From the com- 
munications room, swing over to the first platform to the right. 
Now go up and swing 
from the top platform. 
Drop down and catch 
yourself on the right- 
hand platform. Now 
swing onto the next 
pole, climb up onto it, r 
and throw the bionic arm to catch the next pole. Swing off it and 
catch the next platform to the right as you fall. You'll need to 
keep a cool head to make these jumps. 

Now continue upward as directly as you can. There are 
construction workers throwing deadly balls at you. If you can, 
shoot them so they'll stop. You may have figured out by now 
that you can climb up platforms even if they have objects on 
them. To do so, swing up onto the 
bottom of the platform, then pull 
yourself up while still swinging. 
Release and throw the arm out again 

‘i 4] immediately to catch the top part of the 
The guard on level 6 object above you, then pull yourself all 
ao tapebegtalle to the way up. This technique will help 
Meee erhitvand, You get up this section more quickly as 
shoot the generatorat there are only a few areas without 
every given chance objects blocking your direct passage. 
Watch out for the rolling balls, though. 
They can hit you when you're swinging 
back and forth. 
There are also lots of springs along this 
area, so you can use them to your 


Yom only neea ier advantage. Basically, the control room is 
fou enerator, soevèn toward the upper right corner of the 
if the guard gets you, building. Keep calm and avoid the 
you should be able to 
get one or two shots in. 


rolling balls by pulling up on the bionic 
arm and waiting for them to go by. Then 
find the areas where you can swing up 
and keep going. If you can, shoot the 
construction workers, but don’t spend 
too much time hunting them down. 
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The robot guard in this control room is very tough. However, 
you don’t really have to beat him. Actually, you can’t beat him. 
You have to hide under him and wait for a chance to swing up 
and blast the generator. Even if the guard gets you, you can get 
two shots in. It only takes three or four shots, so you should be 
able to destroy the generator before the guard destroys you. 

When you clear Area 6, you'll get a permit. Take it with you 
into neutral Area 14. There you'll get another communicator, 
and you can charge up on bullets in a special room at the end 
of the area. 

Next, move on to Area 8. Take the third communicator (the 
blue one) and the Rocket Launcher. Make your way to the upper 
left corner where you'll find a door. There are enemies on every 
platform, but with good timing you can get rid of them. Don’t 
get caught in a crossfire. Pick your spots to climb. 

Through the door, you'll encounter a Double Deck Cannon. 
One shot from the Rocket Launcher gun takes it out, though. 
Now go through the door and take the lift up one level. Go in the 
door you find to the right. 

Blast another Double Deck Cannon and go through the door. 
Now you'll meet a sort of tricky character. When you go up, he 
goes down. When you go down, he goes up. Extend your arm, 

E then shoot. As your shot moves toward him, 
climb up. He’ll come down directly into 
your shot. Go through the door to the right. 

Walk directly across to the next door on 
the right and go through it. Get past the 
bomb throwers and work your way 
upward. You'll find the door to a 
communications room at the first landing, a 
little to the left. Then, in the upper left- 
hand corner, you'll find another door. Go 
through it, past another Double Decker 
Cannon, and into a room of spikes with a 

Sucker! moving platform. 

Walk onto the moving platform and then use the arm to climb 
to the middle platform above. Use the springs in the floor to 
jump to the right, then use the arm to climb one level. Get on the 
next moving platform and from there up to the door to another 
communications room. 

Just up and to the left is another door. Go through it and take 
the elevator lift down one floor. Enter the door there and 
prepare for another control room. Don’t listen to the warning of 
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the guy in charge, but get to your favorite spot in front of the 
generator and blast it with three good shots. Don’t try to kill the 
guys with the shields. Just go past them. You'll find it easy 
enough if you climb to the second level platforms. 

You get the iron boots when you complete Area 8. Now go 
on to Area 9 like the clues told you to do. Proceed to the right 
and get the free man if you can. 
Then drop straight down the hole, 
walk to the right and then go up at 
the first opportunity. 

Keep going up until you come 
through two narrow platforms 
surrounded by bricks. To the right is 
the door to a communications room. [= —_7 E 
From this room, move straight up (avoiding the spikes and the 
boxcars) and move to the right. You'll find the control room high 
up and to the right. 

Even though Joe is no longer there, you may as well blow up 
the generator. You'll have to fight off a crowd, but three shots 
will do the job. With this stage cleared, you'll get the 3-way gun. 

Go to Area 17 and interrogate the prisoner. All you really 
have to do is get over to his side of the room and he'll spill the 
beans. You'll learn about the secret tunnels that aren’t on the 
map. There’s a tunnel between 14 and 17 and between 15 and 
18. Go to the next room for another clue. Then you're off to Area 
7 to save Joe. 

For this Area, you need the 3-way gun. Use it to blast through 
the barricade. Then make your way up and to the right until you 
pass the rock area. Then you'll be on some high platforms. Move 
to the left now and keep going up. Be careful. It takes several 
shots from the 3-way gun to blast away the little tractors, and 
then you have to shoot their riders. Also be aware that the 3-way 
gun has a very short range. 

Watch out for the helicopters. Blast them if you can, but 
basically, make your way to the top of the tower. This next section 
is difficult. You 
need to throw 
the bionic arm 
out and catch 
| the transformers 
on the wires, 

L : =s then make your 
way across the wires by swinging from transformer to 
transformer. There’s a platform in the middle to give you some 
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relief, but then you'll have to jump off a pole to get to the next 
transformer. If you make it across the wires, you'll find the control 
room. I wonder how the enemy soldiers make it to their own 
control room? 

Here’s another robotic guard, with pretty cheap talk, too. But 
you'll be able to fix him anyway. There’s a gun near the 
generator that spits out bullets, so you'll have a little bit more 
trouble with this control room than the previous ones. However, 
the robot will stay above you on the second platform. Stand 
right under the front edge of the platform the robot is on. You 
should be safe from most bullets there. 
Wait until the coast is clear, then jump 
up and give a few blasts to the 
generator. The 3-way gun isn’t as 
powerful as the Rocket Launcher, so 
you'll need to blast the generator about 
27 times by our count. So you'll need to 
be patient and keep blasting. If you get 
right on the front edge of the platform 
and shoot, you can get quite a few shots 
in before the robot gets you. 

At last you and Super Joe meet face- 
to-face. But his news isn’t very good. 
Sounds like you have more work ahead 
of you. Well, let’s take his advice and collect the machine gun in 
Area 18. You'll have to talk to some bogus characters who offer 
you the wrong gun. Remember, Joe said to talk to Destroyer-3. 
Only say yes to him. Then get the gun. Now go on to Area 10. 

For Area 10, be sure to bring the 3-way gun and the fourth 
(red) communicator. Now blast the laser guns by climbing up 
the arm and shooting them. Proceed to the right and then up the 
platforms. Then move to the left and J 
up again. Look out for the spiked 
floors and the water drops that try to 
mess you up. Go up the narrow 
tower and then down. This time, let 
the water drop get you. It will take 4 
you under the narrow opening in DZIEN ENT] 
front of you. Then climb the next tower and find the com- 
munication room at the top. Communicate with your people 
and also wire tap for some important information. But be 
prepared for action when you finish. 

This next sequence is very tricky. You need to walk to the left, 
then swing up and over the spiked floors, landing on the 
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Į moving platform. To do so, 
first swing out, then release 
and catch the arm on the 
ceiling above the platform. 
Now you can swing until 
you're lined up, then drop 
to the moving platform. If 
you try to swing out and 
land on the moving platform the isk time, you're likely to have 
a sharp experience. When you get on the 
platform, be sure to duck so you don’t get 
knocked off by the low hanging spikes. 

Ride the platform to the left, then drop down 
to the bottom of the next hole. Keep going as far 
left as you can, then go up. You'll find the control 
room at the top of the next series of platforms. 

It may seem that your current weapon is 
prety, useless peant this ropat erede but it isn’t. Just wait until 

m the robot is at the ceiling and 
run under it. Now you are 
behind it, keep shooting it 
from below with the 3-way 
gun and it will be gone in no 
time. Then take your time to 
destroy the generator. 

In Area 11, take the 3-way 
gun and start out to the right. 


Don’t bother with the moving platforms. Just swing along the 
ceiling until you get to the next platform. Beat the big guy there 
by ducking and shooting. He'll try to punch you but he’ll miss. 
Bounce forward off the springs, then swing off the round 
projection in the wall. Keep going up and to the right and you'll 
reach a communications room. There’s one place where you'll 
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—— Start] kae mid PE on previous page. 
have to use the springs to get extra height 
before releasing the arm, but you'll have no 
trouble with that. 

Try the wire tap as well as the normal 
communications for some interesting infor- 
mation. Then exit the communications room 
and head to the left. 

For this next part, your timing has to be really 
good. You need to swing out and then catch the 
cylinder above you, swing off that to the next, 
and so forth. It’s not easy. If you 
miss and you don’t land in the 
fire, you can go back down the hole and try again. 
You'll need to make three perfectly timed swings, 
then drop down as far to the right as possible. 

When you land on the next platform, you'll need 
to run forward and bounce off the springs. At the 


ten whe È catch another cylinder. Swing 

from that cylinder to the next 
one and then on to the platform. That takes § 
you to the control room. 

This time, try to kill off the laser beams by 
running to the front of the room and 
climbing all the way to the top. Shoot the $ or 
laser, then get down and blast the generator, LL 
If you stand right at the edge of your favorite platform, you 
should be able to blast the generator and avoid any future laser 
blasts. If not, just keep blasting and only get out of the way at the 
last moment. You'll get the bullet proof vest after clearing Area 11. 

Take the 3-way gun and the bullet proof vest with you when 
you get to Area 12. This is it. You can taste the end, can’t you? 
Well, let’s not dawdle. Let’s get it on. 


56 


Nintendo Games Secrets 


First, take the elevator platform down to the first landing and 
check out the communication room on the right. After talking to 
p rs) Joe, head to the door on the left 

= “| and go down to the control 
room. Look out for the electrical 
sparks that flow through the 
floor. Time your approach so 
they don’t catch up with you. If 
you keep moving, they'll miss. 

In the control room, use the 
springs to get you high enough 
to grab the platform above and 
L [T] hang there and shoot the gener- 
ator as long as you can. You'll need to be patient and let go 
before the gun shoots you, but you can do it. Don’t bother trying 
to shoot the gun. You can’t. 

Now leave the control room and head down. You'll find a 
door at the bottom. Go all the way to the right, through another 
door, and then take the elevator down to the first door on the 
left. Communicate with Joe again, then go up one floor to the 
door on the right. 

Run down until you come to another control room. Don’t 
bother with this one. It’s a decoy. Continue down to the bottom 
of this room to find the real control room. If you do enter the 
phony room, you'll find a shielded soldier. You'll have to kill 
him to get back out again. 

This next section is hard to make without getting hit, but if 
your timing is really good, you can make it without taking too 
much damage. In the next control room, you'll find things are 
much like they were in the last control room, but with the added 
distraction of a bunch of paratroopers. Just keep moving and keep 
the paratroopers from-ganging up on you and you can blast the 
generator in your spare time. Another technique that works is to 
climb up on the platform, then drop off shooting as you fall. You 
get one good shot in, anyway. If you get low on energy, blast 
soldiers and collect bullets to replenish your life line. 

Now leave the control room and head back up (which is 
easier because you can use the arm). Go out the door and take 
the elevator platform all the way down to the bottom. Head to 
the left, then down another elevator. 

This next part requires perfect timing. You need to use the 
bionic arm to swing from the ceiling over the long spiked floor. At 
the end, you'll come to the laboratory. Enter it and meet some 
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familiar villains. After some 
pleasantries, you'll have to get 
j down to the business of killing 
the Albatross. There may be more 
than one way to do it, but the 
way we've chosen is to use the 3- 
way gun and shoot from below. 
Run to the right edge of the screen and duck 
down. The flames from the jets will miss you 
when you duck. Now, when the right-hand jet 
passes over you, stand up and use the arm to 
climb it. Shoot the Albatross with 
the 3-way gun and then jump off 
and repeat this pattern. In time, 
you'll beat it without exposing 
yourself to much danger. 

Once you've finished the 
Albatross, you’re almost done. 
Go out the door and head right 
to meet Hal. He’ ll give you the hyper-bazooka. You need to 
jump off the edge to the right and fall down. As you fall, shoot 
the helicopter in the windshield. You have to get a perfect shot 
to destroy the windshield. If you miss, you die. 

Keep trying until you get the helicopter, then watch the 
show. You're done, right? Well, there's one more detail. You 
have to get out of there. The 60-second counter starts to tick 
away as you quickly bionic-arm it up the platforms. You're 
doing great. You'll get out. But then you meet this robot dude 
who gets in your 
way. If you can 
swing past him to 
the landing on the 
right, you'll make 
it. He’ll work you 
over otherwise. 

If you made it 
through this guy, 
you should have 
no trouble making 
it to the top and 
out again. But 
what’s this? Did 
you forget about 
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Get away from 
this guy any way faa 
you can. If you 
need to, swing 
right through 
him. It hurts, 
true, but it 
works, too. 


Joe? What's going on. Aaaaaargh. I'll leave it to you to find out 
what happens next. 


SHH... THE SECRETS 


There aren’t any real secrets to this game. Just follow the 
instructions in this chapter, and you should make it. One trick 
you might want to know is how to get out of an area if you've 
entered it by mistake. Simply press A, B, and Start together to 
return to the stage selection screen. 
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Crystalis 


Distributor: SNK 
Game Type: Action Role Playing 


WHAT’S GOING ON? 


Man has yet to learn the lesson of war, and in the year 1997, the 
world suffers a catastrophic conflict—shifting on its axis. Many 
of its creatures mutate into unrecognizable monsters. 
Some do survive, however, and they vow to prevent another 
war. They erect a great flying tower whose power repels evil. 
But now you arrive as if from nowhere. There is again evil. 
And it's your task to find out why. 


WHO ARE YOU? 


Although it isn’t clear at the beginning of the game who you are, 
it is clear that you are a hero, perhaps a long-awaited savior. 
People everywhere provide you with information and items 
necessary to your success. As you progress through the game, 
you obtain swords of increasing power, special items, and magic 
spells. In the end, you'll become a mighty warrior, capable of 
bringing an end to evil once more. 

Your character’s status is measured in several ways: 

Experience Points indicate how far he has to go to get to the 
next level. For each new level, he needs more points. 
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Life Force measures his health. If 
MEOS ui the Life Force falls to zero, he dies. His 


Your level is increased, 


maximum Life Force increases as his 
level increases. 

Magic Points measure his ability to 
cast magic spells. The maximum Magic 
Points increases as his level increases. 
There are a ratings for attack and defense which increase with 
his level and vary with the weapons and armor he’s using. 


PLAYERS 
Crystalis is played by one player. 


SCORING 


Like most role playing games, Crystalis doesn’t keep score, but 
you will watch your experience points carefully. As you 
progress from one experience to another, you become more and 
more powerful. The highest level is 16. 


LIVES AND HOW TO LOSE THEM 


You have only one life to give, but you can give it again and 
again. The most common way to lose your life is to lose all the 
energy in your life line. There aren’t any other ways to die 
instantly, like falling off a cliff or walking on deadly spikes. In 
this game, you mostly die from the damage you receive at the 
hands (paws, talons, stingers, or teeth) of your enemies. There 
are some areas that will damage you, but you'll learn soon 
enough how to avoid contact with them. 


CONTINUES 


Fortunately, your powers of revival are very good. You can 
continue this game into the next century with the battery 
backup. Moreover, if you don’t turn off the power, you can often 
continue from a location very close to your last major encounter. 
However, there are places, mostly in the underground mazes 
and in certain buildings, where you can’t save. 

There are two positions in which to save. Therefore, you 
can’t have a whole lot of different saved games, but if you aren't 
sure you made the right move, you can use the alternate save to 
test things out before saving to the main save position. 
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CONTROLS 


Use Sword 
Directional Movement Use Special Items 


Use Magic/Rabbit Boots 
Pause to Item Selection Hom ee Selection Screen: į 


To Save/Load Game Screen 
WEAPONS 


In some ways, this game is all about weapons, but you'll learn 
more about that later. Anyway, swords are your main weapon, 
and there are four main swords in the game. Although each 
sword can stab normally, they are at their best when charged up 
to fire magical energy. The four swords harness four natural 
elements—Wind, Fire, Water, and Thunder. In addition, each 
sword can be charged up to one of three levels, depending on 
which items you are using with them. 

Swords also have additional powers. For instance, the 
Sword of Wind can break down stone barriers at the second 
power level. The Sword of Fire can melt ice barriers, the Sword 
of Water can make bridges across narrow waterways, and the 
Sword of Thunder can break through uncooperative doors. 

To further complicate things, some swords will not work 
against some enemies. In fact, part of the intrigue of this game is 
to figure out which sword to use. If you hear a ping sound, it’s 
the wrong one. 

At the third power level, each sword is truly remarkable, 
but at a price. Each time you use the sword at full power, you 
also use valuable magic points. For that reason, it’s best to save 
the full power of the sword for special occasions. 


ARMOR 


During the game you'll purchase or find different items of 
armor. Get what you can afford, but realize that today’s armor is 
tomorrow’s bargain sale. You'll start with simple items like 
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Leather Armor and a Carapace Shield, but you'll get some much 
more useful items later on. These include a Battle Armor and 
Battle Shield and the ever so popular Psycho Armor and Psycho 
Shield. You'll also get an assortment of rings that have very 
definite uses. Most items of armor simply help protect you, but 
the Warrior Ring, the Power Ring, and the Psycho Armor have 
additional abilities that you will discover when you get them. 


MAGIC 


There are eight spells to learn in this game, though you start 
with no spells. As you complete certain quests and gain 
experience, certain powerful wizards will teach you new 
spells. Each spell has its uses, some more than others. Each 
spell uses a certain amount of magic energy and consumes 
some Magic Points. 


Refresh restores your Life Force. 

Paralysis will cause people to fall asleep. 

Telepathy lets you communicate with distant wise men. It 
also lets you speak with alien creatures. 

Teleport allows you to return to any town you've visited 
before. 

Restore cures you of poison or paralysis. 

Barrier lets you put a force field around your body. 

Change lets you change your form. 

Flight lets you fly. 


SPECIAL ITEMS 


This game is loaded with special items. Some items are used 
only to fulfill quests while others are necessary to win the game. 
Many items disappear after you use them once. You'll use other 
items many times. Learn more in the Strategy Session. 

In addition to the many items, there’s money. You'll need 
money throughout the game. 


FRIENDS 


You have many friends in the world. In fact, most of the people 
you meet are friends though people aren’t always what they 
seem. You do have several powerful allies, though. These wise 
men help guide you throughout the game. Also, there’s a 
mysterious girl named Mesia, but you have to learn who she is 
as you play the game. 
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The wise men are Zebu, 
Asina, Azteca, and Tornel. 
They will teach you the spells and give you items and clues as 
you prove worthy. Other friends are Stom, Akahana, and Kensu. 

Sometimes people who don’t start out as friends can change. 
It’s up to you to find ways to make more friends. Sometimes 
you'll want to do someone a favor. Other times, you may want 
to wear a disguise. 


PLACES 


There are 11 towns in this game, each in its own area of the 
world. In time, you'll visit them all, but we won't reveal all the 
secrets of this game now. You'll find shops and inns as well as 
residences and palaces. Other towns have special places to visit, 
and you'll discover them as you explore the game. Be sure to 
talk to people. They will tell you many strange tales. 


ENEMIES 


There are lots of monsters in every area, but they are only the 
basic challenge of the game. You'll use these enemies to charge 
up your character (to earn Experience Points and Gold). 
However, you'll soon learn that your real enemies are powerful 
sorcerers who will kill you at the first opportunity. Learn their 
weaknesses to succeed at the game. 

On the surface world, the most dangerous enemies are the 
ones who fly around you and shoot things. You won't encounter 
them at first. The second most dangerous opponents are the 
ones that throw axes. They can ruin your party if you let them. 

Under the ground are the really nasty monsters. These ones 
will poison or paralyze you if you touch them. Many of them 
also shoot out special beams that can paralyze you or even turn 
you to stone. You must learn which sword to use on each enemy. 

The ultimate villain is Emperor Draygon. He and his allies 
are causing great suffering throughout the world, and you will 
have to defeat him. More than that, we won't say at this point. 


STRATEGY SESSION 
General Strategies 


Crystalis combines action and strategy, so you'll need fast 
reflexes as well as fast thinking. The most important strategies to 
learn are how to find the clues and how to charge up your 
character. Finding clues is easy. You simply talk to everyone. Pay 
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attention to what they say. Most of the puzzles in this game are 
fairly easy to figure out. Sometimes you need to explore a while 
before you understand what's being said, but you can always go 
back and talk to the same people again. Actually, that’s not 
always true. Sometimes people you spoke with before will be 
gone, but it's almost always true. 

To charge up, simply find some enemies to fight and go to it. 
Preferably, find enemies who won't damage you and who are 
easy to beat. Stay close to town so you can go back and rest at 
the Inn if you get low on energy. You'll need to charge up 
frequently, starting right from the beginning of the game, so get 
used to it. There are a few good places to charge up at different 
stages of the game. If you use a little patience and keep going up 
levels, you'll find the game much easier. In fact, until you reach 
certain levels, you can’t even beat some of the enemies you 
meet. If you try every option against an enemy and all you hear 
is “ping,” you know you need to charge up. 

The most important (and obvious) technique is to keep the 
sword charged up. What’s great about this game is that you can 
walk around with the sword fully charged and ready to fire. 
Even if you can’t always kill an enemy with a shot, you can 
almost always drive it back so it can’t attack you. Sometimes 
you'll use the sword simply to make a path and use your 
superior speed to maneuver around your enemies. 

With enemies in caves that throw things or shoot paralysis 
beams, keep them off the screen if you can. Charge up the 
sword, then creep forward, blast them, and retreat if necessary 
to recharge. Sometimes that works. Most enemies that throw or 
shoot something will stop just before they do so. Watch their 
movement and dodge to the side to avoid being hit. 

Sometimes you can overwhelm an enemy with a furious 
stabbing attack. Just-rush up with the sword swinging as fast as 
you can. Another technique to use with the Fire Sword is to 
follow the beam it shoots at second power. Maximize its effect 
by moving forward with it. Often it will get extra hits on your 
target, or hit other enemies behind the first one. 

Once you get the bracelets for your sword, it will always 
have second power available. However, if you have the wrong 
item selected (for instance, the Thunder Bracelet with the Fire 
Sword), the sword only allows first level charging. Be sure to de- 
select any special items you don’t want. 

Because Crystalis is a very new game as we go to print, we won't 
tell everything in the game here. However, we will offer some good 
hints to help you get by the hard parts. 
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Beginning Phase 

Around Leaf. At the start of the game, talk to the people in the 
town of Leaf, get some money and your first sword, then go out 
to the North and shoot slimes and tigers to gain Experience 
Points and more money. Work your way up to Level 2. Save the 
game whenever you make a new level. Keep your sword 
charged up and don’t run around too fast or you'll bump into an 
enemy by mistake. 

Once you reach Level 2, explore the cave to the West where 
you'll meet Zebu. Then explore the cave to the North. You need 
to wake up the guy in the cave, and there’s an item for sale that 
will do it. If you can figure that puzzle out, the rest is academic. 
Once you get the Windmill operating, a new cave opens. 
Explore it. You'll find the Ball of Wind in there as 
well as a few other goodies (including the Rabbit 
Boots). Be sure to go back to town to recharge at 
the Inn and save the game if you get in trouble. 
Use the Ball of Wind to break down the barriers. 
Finally, you'll find your way to the first mini- Blow barriers. 
boss character. Beat him with the sword, using the Refresh spell 
if you need it. Continue back into the cave to find the exit. 


Around Brynmaer, Oak, and Mt. Sabre. Now you'll find yourself 
in a new area. Just outside the cave and to the South you'll find 
the city of Brynmaer. Talk to people there and buy some armor if 
you want. The Carapace Shield is good, though costly. 
ae Outside town, look near the river 
for the lost statue. When you have it, 
return it to its owner and get the Gas 
Mask. Now head Northeast, over a 
bridge, and East again. There’s a way 
to avoid those black damage areas. Try 
not walking through them, but using a 
different eNA of travel. Anyway, if you enter the poisonous 
forest, you'll eventually find the town of Oak where nobody 
talks to you. Leave that town and go back where you came from. 
Look North, and eventually you'll find a 
place where your skills are tested by Tornel 
and Stom. Don’t give up if you fail at first. 
Keep pressing the attack button to pass the 
test. You should be at least Level 4 by now. 1 
Once you pass the test, you gain the Telepathy spell. Now 
go back to Oak and listen to what people say. You should be able 
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to figure out what to do to help them. When you succeed, you'll 
get the Fire Sword and the Insect Flute. Find the right place to 
play the flute and then beat the giant beetle that comes to attack. 
You get the Ball of Flame here. Return to Oak and talk to people. 
Rest if you need to. 

Having succeeded in the forest, you can head back to 
Brynmaer to rest and to get some more clues. Charge up your 
character’s experience and money with the Fire Sword on the 
blue mushrooms Southeast of town. Keep walking around 
where the mushrooms are and they'll keep appearing. Finally, 
save the game and head West into the snow. 

You're going to have to explore gp 
this area on your own. There are 
several caves, new and more 
dangerous enemies, and some new 
plot twists. Eventually you'll need 
to find the Tornado Bracelet, give it 
to Tornel to receive the Teleport 
spell, free the prisoners (your - 

agerrera former friends from Leaf), and fight the next 
wats --*| boss, General Kelbesque. One hint: There’s 
more than one path leading to Mt. Sabre. You'll 
need to explore both of them. Once you 
succeed, you'll get the Flame Bracelet, the 
Paralysis spell, and you'll go on to the next 
phase of the game. 


Middle Phase 
Around Portoa. In Portoa, it can get pretty tricky. 
Basically, talk to everyone. You'll need to talk to 
the Queen several times, but you'll need to get | 
help from one of the other characters in town to $ 
see her. Eventually, you'll want to find out ff | 
what's behind the door in her throne room. Use === 
a spell to gain access to the chamber when the 
Queen isn’t there. Then you'll get a clue that 
leads you to the next quest. 

There are several quests you'll need to 
complete and several caves to expiore. First, 
CY Sees explore the cave behind the waterfall and 
Sword of Water. you'll get the next sword, the Sword of Water. 


You can also charge up in this cave to get up to Level 8 or more. 
If you explore thoroughly, you can get the Shield Ring as well. 
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Next, you'll return to Portoa where you'll get the next clue 
which leads you to the Ball of Water. With this item, you can 
now make bridges across the narrow sections of the rivers. With 
the Ball of Water, go to the area behind the throne room and 
explore. Be sure to carry a Medicinal Herb with you. 

Finally, if you found the boatman’s daughter, you know that 
her father is gone searching for a lost lamp. Explore the caves 
East of Portoa to find it. By this point you should be at Level 9. 

Before you leave on the boat, be sure you've explored both 
Eastern caves in the area outside of Portoa. There’s one to the 
North and one to the South. In the Southern cave, you'll find an 
overworld area without any enemies or towns. If you explore 
thoroughly, you'll find something that will be valuable later. 

z — The next step may not seem too 
` obvious, but you want to teleport back to 
Brynmaer, use the Sword of Water to make a 
bridge across the river, and head South to 
find the town of Amazones. There’s a 
building that you can’t enter because the 
woman in front won't allow it. Find a way to get in, then find 
the Blizzard Bracelet. Now teleport back to Portoa. 

Finally, when you're ready, give the Fog Lamp to the 
boatman and then use the boat to go West. The boat only takes 
you so far, so you'll have to find some other transportation from 
there. If you completed the explorations in and around Portoa, 
you should know what to do. 


Around Joel. Head West and search for a sandy path. It leads to 
the town of Joel. Once you get to Joel, talk to people and get any 
clues you need, then go back to the water and head West again. 
You'll find a cave where some stationary sea creatures live. If 
you're at least Level 9, you can use 
the Sword of Fire to charge up your $ 
character very quickly here. This is } 
one of the best places in the game to 
charge up, so use it to get to Level 11 
or 12. If you're cautious, go back to Joel and save the game 
before venturing into the second cave at the end of this one. 

This second cave leads to a whole new set of adventures. 
First, you must find the Iron Necklace. It’s well hidden in the 
maze. Then, you'll find your way to a small outpost where 
there’s a temple. The town has been taken over by zombies, but 
you can find a friend named Clark if you try. Then head into the 
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temple. You'll meet the 
sorcerer from the first 
cave again, but then you'll 
meet Sabera. One hint, 
though. In this temple, 
you have to figure out 
: who your friends are. If B 
Don' t get trapped! you defeat Sabera, you'll wet a broken 
statue. Doesn’t sound like much, but you may as well take it. 
Return to the little outpost and talk to 
everyone, including Clark. You'll learn some 
important information. Now teleport back to 
Joel and rest if you need to. There’s something 
very tricky in this town. If you saw Clark after 
defeating Sabera, you have a special item. Try 
looking around and you'll discover the secret. 
If you figure out what's going on in Joel, you'll be able to 
calm the angry seas by using certain items. Find the island in the 
Northern seas and place a certain object on the altar there. 

y There’s one last piece of business here. To 
the South of Joel, you'll find a water cave. 
Along the North wall of that cave is a hidden 
=| item. You just have to go to the right part of 
the wall to get it. It’s called the Love Pendant. 
Find it, then go Northeast through the ocean, get the Barrier 
spell, and find the city called Swan. 


A secret's near. 


| Around Swan, Shyron, and Mt. Hydra. This 
next section can get tricky, but once again, 
people aren’t always what they seem. Use the 
Paralysis spell on the right people, give the 
Love Pendant to the right person, and you will 
be rewarded with a new kind of magic, the Change spell. 

You'll need to use this new spell to get in and out of some of 
the cities now. They are heavily guarded against attack. Head 
West to find the city of Shyron. Get clues and items from the 
people there. Especially get the key from Zebu. Then go back 
and take the North fork of the road just East of Shyron. That 
takes you onto Mt. Hydra. Explore the caves there to find the 
Sword of Thunder. You'll need to explore carefully and defeat 
some new and powerful enemies. When you pass through the 
gate into the temple, use the Barrier spell to get past the statues, 
and wear the Iron Necklace against the guardian you meet. 
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Eventually you'll find the Sword of Thunder. You'll learn a lot 
more about your quest at this point. 

Now you want to buy some good armor. Get the Ceramic 
Armor and the Sacred Shield. Also get the Battle Shield. These 
are costly items, but you should have saved up some money. If 
not, go back to the caves and charge up. You should be able to 
reach Level 14 and collect a lot of money at the same time. 

When you're ready, head East toward Swan and then go 
North when you leave Mt. Hydra. Enter the fortress of Goa. 


The End Phase 


In Goa, talk to people and get some clues, then head up to the 
temple in the North part of town. As soon as you reach the 
living door, you'll receive word from Shyron. 
Teleport back to Shyron where you'll find the 
situation is not good. Go back to the temple 
where you met Zebu and fight Mado. Once you 
drive him off, you'll get the Ball of Thunder. a 
Return to Goa and blast through the doorway in the temple. 
Use the Sword of Thunder. Find your way through a tricky 
maze and you'll encounter General 
Kelbesque again. Beat him once and 
for all to get the Opel Statue, then 
continue North. 
This is the first of several battles 
you'll encounter. If you die, you go 
- back to a place earlier in the maze, so 
you can keep trying until you succeed. When you meet Zebu, he 
heals you. Save the game here, then continue North. 
Once you find your way through the maze, [E 
you'll come to a new pathway. Fight Sabera again 
(the same way you did before) and meet Tornel. 
Keep on exploring past this room. You'll have to 
cross a damage area and several moving platforms, 
but eventually you'll find Mado again. This time, 
take care of him for good and get a Sacred Shield. E 
ee IF. Now you'll have to do some more 
4 exploration. Just past the room where you meet 
4 Asina is a place where you can charge up to 
J Level 15. Then you'll eventually find your way 
-J to Kensu, who has some problems. You can 
| solve those problems, but you'll have to go 
[~~] down to the next level and fight Karmine. Beat 
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Karmine, and you get the Ivory Statue. You'll know what to do 
with it. You should also pick up the Storm Bracelet now. 

Once you finish in this temple, you'll have the Flight spell. 
Go out the back of Kensu’s room and head down and through 
the cave. Fly or jump over the glowing damage area (you can 
use the Rabbit Boots) and explore another maze. The Flight spell 
is useful here. Be sure to find the Battle Armor and the Power 
Ring (which is a very important item). 

At this point in the game, you need to wrap up several more 
details. Find your way out of the current maze and into a new 
area. You'll need to find Dea’s Pendant, but to get it, you'll need 
to communicate with some strange creatures. Maybe take 
another form to do it? Then you'll find the town of Sahara. 

Now you need several more items. The 
Warrior Ring is another important item. 
You'll need to use the Change spell in Goa 
to impersonate someone. The Bow of 
Moon is in Amazones, but you'll have to 
figure out how to get it. The Bow of Sun is 
in the caves near Shyron, but you need the 
Flight spell to get to it. Finally, explore the 
caves still more to find the Psycho Shield. 
You'll need this, so explore very 
thoroughly. You might use the Flight spell 
to get across a small river. 


Bow of Moon. 


Go back to 
Sahara and use Bow of Sun. 
the cave East of town to charge up to 
Level 16. When you're ready, save the 
game and head for the temple just 
outside the cave. Use the Flight spell 
to get inside, then find your way to 
the Emperor’s room. Defeat him (at 
least for now) and get the all- 
important Psycho Armor. Get the 
Bow of Truth from Azteca and then 
leave the temple. Notice how the Psycho Armor helps you when 
you stand still. 


Final Phase 


Now you're nearing the end of your mission. You can feel it, 
right? The energy is charging through you. Go North to a new 
entrance and fly into it. You might want to return to Sahara to 
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recharge and save the 
game first, though. 

You'll need to use 
certain items in this 
temple, but they should 
be pretty obvious. If you 
don’t succeed the first 
time, you can always 
come back. If you're 
stuck, check The Secrets. 

Explore the maze in this temple and find the Emperor. 
Defeat him and continue onward. You'll have to climb the Tower 
to get to the end of the game. From here on, it’s up to you. The 
ending is worth the effort, so go to it. 


SHH... THE SECRETS 
How to fight the bosses: 


To fight the first mini-boss, use the Wind Sword and keep 
moving around to avoid the bats (or kill them, but they keep 
reappearing). Stop long enough to charge up the sword to 
second power and blast the sorcerer when he appears. Be 
patient. If you're very near him, stab him as quickly as you can 
with the sword, but it’s more effective to keep your distance and 
shoot the sword. 


To fight the giant insect, simply position yourself near its 
attacking beam and wait with the sword charged. When the 
insect moves to line up on you, fire and move out of the way. 
Avoid the dragonflies by moving in a circular motion to throw 
them off. Hit the insect about nine times. 


To beat General Kelbesque, use the Wind Sword on full power 
and give him as many shots as you can. Keep moving to avoid 
his attacks and you should defeat him. You may want to be at 
Level 6 for this battle. 


To beat Sabera in the first temple, use the Fire Sword on full 
strength. A couple of good shots will make Sabera retreat. 


Here’s a secret. After you get the Sword of Thunder, you'll be 
almost ready to head for Goa. Before you leave, though, drop all 
your one-time items and buy as many Magic Rings as you can 
for 800 gold each. This is the best deal around, and it won't be 
available later in the game. You'll really want these rings during 
the finals stages of the game, so try not to waste them. 
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To beat Mado, use the Sword of Water at full strength. He seems 
to be most vulnerable when he’s not bouncing around the room 
in a ball. Hit him a few times with full strength water blasts and 
he'll retreat. 


To defeat General Kelbesque the second time, use the Sword of 
Wind on full power again. This time, the General has a new 
attack. The Barrier spell will block his attacks, but you'll need 
spell points for the third level attacks, so just dodge around the 
room and attack when you can. 


To beat Mado the second time, wear the Iron Necklace and use 
the Sword of Water again. 


To beat Karmine, use the Sword of Thunder, the 
Iron Necklace, and the Battle Shield. Don’t get hit 
by his magic spells, or it’s all over. Keep dodging 
his attacks and hit him as often as possible with the 2 
sword’s second power level. Slimed! 


When you meet the Emperor the first time, use the Sword of 
Thunder on full power. A couple of hits makes him retreat. 


When you get into the final temple, use the Bow of Moon and 
the Bow of Sun very quickly at the doorway. 


When you fight the Emperor the second 
time, first use the Bow of Truth to reveal 
his real form. Then fight him with the 
Sword of Thunder on full strength. 
However, you must wear the Power 
Ring and you must hit him when he’s 
shooting beams and his heart is 
exposed. Any other time will have no 
effect. Hit him with a few good shots of 
the thunder and he’s dust. 


To clear each floor of the Tower, first use the Warrior Ring. You 
can shoot lightning very quickly with this ring on. Get rid of the 
first wave of sentries. When the silver sentries appear, switch to 
the Power Ring and blast them with the full power of the Sword 
of Thunder. Go up the escalators when they appear. Recharge 
your Life Force between floors and use a Magic Ring to recharge 
your magic. Then repeat for each floor until you reach the top. 


There is a secret place you can stand in the final battle, but we 
won't tell you where it is. You can find it with a little 
experimentation, though. 
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Dick Tracy 


Distributor: Bandai 
Type: Arcade Action 


WHAT’S GOING ON? 

“Calling Dick Tracy! Calling Dick Tracy!” Dick Tracy is the best 
cop around. But Big Boy Caprice is the best gangster around. 
He's behind the crime wave that’s hit the City. Dick needs some 
hard evidence before he can put Caprice away. Tracy will get his 
evidence by nailing Caprice’s hoods. Can you solve all five 
crimes and end Caprice’s reign of terror? 


WHO ARE YOU? 


You are Dick Tracy, the best and brightest crimefighter around. 
You don’t have any superpowers, just your street-smarts and a 
standard-issue revolver. There are a few special items and 
weapons you can get during the game. 


PLAYERS 


Dick Tracy is a guy who likes to fly solo—so only one player at a 
time guides him through the City. 


SCORING 


Dick Tracy isn't interested in points; he wants Big Boy Caprice 
behind bars! 
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LIVES AND HOW TO LOSE THEM 


Tracy’s a strong guy, but not even ace detectives have more than 
one life. Tracy has four badges that measure his stamina; every 
time he is punched or shot, he loses half a badge. If Tracy runs 
out of badges, and is hit, he loses. He can fully replenish all his 
badges with a First Aid, or, if he's really messed up, charge to 
one badge (and 50 bullets) in a police station. 

If Tracy interrogates or arrests someone who's not involved 
in the case, he’s charged with a false arrest. Three false arrests, 
and he’s off the case! Tracy must use detective skills to win. 


CONTINUES 

Whenever Tracy solves a case, he gets a safe combination. If he 
fails, use this combination to start at the beginning of the current 
case. Select “Continue” from the title screen and enter the 
combination into the safe. If done correctly, the safe will open; if 
not, the safe will explode and you'll have to try again. 


CONTROLS 


Directional Movement 


Use First Aid Kit Attack 


Pause Game Jum 
Get out of Car Brakes (in car) 


Select Weapon 


t 


In the Police Station, Tracy has three choices: 
Hit The Street leaves the station and enters the Street Map. 
Notepad reviews all the clues you've found so far. If your 
notepad is filled, you should know who to arrest. 
Mug Shots views pictures of six suspects. Check each 
person’s name and where they were last seen. 


WEAPONS 


In addition to his fists, Tracy starts with a gun that can hold up 
to fifty bullets. Tracy reloads his gun every time he enters a 
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police station. He can find the following power-ups as he 

explores various buildings: 

hee sq For each Super Punch, Tracy gets ten super punches 
9: E] that literally smack the unfortunate recipient off the 

z his screen! 

fi | The Tear Gas is a “smart bomb” that eliminates all 

of Tracy's enemies on the screen. 

The Tommy Gun turns Tracy’s pistol into a rapid- 

fire machine gun! The bullets are the same, but the 

firing’s a lot faster. The Tommy Gun has fifty bullets. 


SPECIAL ITEMS 


Shaped like a heart, First Aid fully recharges Tracy's badges 
when used. Tracy can hold a maximum of two at any time. 

The other special items are the various clues you'll come 
across as you search buildings. Each case has different clues, and 
some cases require you to find more clues than others. 


FRIENDS 


The police stations are friendly locations; these are where you do 
your preliminary work for each case. 

Breathless Mahoney is friendly as well (ahem), but won’t 
help you (though you may need to interrogate her). 


ENEMIES 


Big Boy’s hoods are all over the City, but you'll have to look 
around. Here are the major goons you'll have to interrogate: 

The Blank: This faceless crook may not have a mouth, but 

he'll talk if you interrogate him. 

Breathless Mahoney: A complete tease, but harmless. 

The Brow: He worries too much to get those wrinkles. 

Flattop: He’s a hitman all right; bad attitude, bad haircut 

and good aim with a gun! 

Influence: He may be ugly, but he’s got hypnotic powers. 
Itchy: His trigger-finger's always 
itchy; don’t let him scratch! 

Lips Manlis: If his lips were 
loose, they'd sink battleships! 
Littleface: He’s not little-faced, 
he’s huge-headed! 

Numbers: Big Boy's accountant. 
He won't last long. 
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Pruneface: An expert with explosives, either he was in an 
explosion or two, or he’s been bathing in a pickle barrel. 
Rodent: Small guy; big nose. 
Shoulders: A left-handed hitman. 
ġġ Steve the Tramp: Too many 
barroom brawls, Steve? 
Stooge Viller: This henchman 
drives the getaway car. 
. On the streets, there are 
Pe¢bree... SEPEEPEpeerxsr| snipers on top of some buildings. 
In the buildings, there are 

two different colors (and types) of henchmen. One kind is 
unarmed; he'll try to punch you into submission. The other is 
armed (with either revolvers or Tommy Guns). If you shoot 
unarmed henchmen, you'll lose a badge. There are also rats and 
attack dogs to avoid. 

And of course, the man behind it all is Big Boy Caprice. You 
won't encounter him until the final case. 


STRATEGY SESSION 
General Strategies 


You'll find out very quickly that you won’t 
make any progress unless you take your 
time! I can’t stress enough how important it 
is to take it slowly. If you roar through the 
Street Map, the snipers will hit you three or 
four times before you reach your first 
destination! Instead, drive slowly and 
watch the border of the screen for the 
telltale white color and shape of the snipers. 
If you shoot them, they'll be gone for the 
rest of the case you're working on. Always park the car, get out 
quickly, and then move off to the side. The sniper will generally 
fire a round at the car (which doesn’t seem to mind) while you 
run to a new position and shoot him. 

Move slowly through the other § 
action screens, too. Try to spot the armed 
henchmen at the edge of the screen and 
shoot them before they can react. If you 
can’t hit a gunner at the edge of the 
screen, remember that gunners can only & i 
shoot straight ahead or at an angle. If you find the right position, 
you'll be safe from their bullets. Then use timing to jump and 
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fire. You can also jump over some ewe 


gunners’ bullets. Another trick is to fool Fe 
the gunner into shooting into the air. $ 
Gunners react to your position, so you 
may get them to shoot into the air while pe 
you get into position to pick them off. Be sure to duck when 
duking it out with the unarmed men. 

Also keep in mind that the action in each building follows a 
pattern; if you go through the building and return, all the 
henchmen will be back (and all the special items too). If you find 
a building with a First Aid, make a note so that you can return 
when you're running low on energy. 

It’s critical to your success that you remember to switch 
between the gun and Tracy’s fists. If you accidentally shoot an 
unarmed thug, you lose stamina (badges). The best way to play 
this game is to learn the pattern in each room, then be ready 
with the appropriate weapon when you need it. 

Because Dick Tracy is very new as we go to print, we won't tell 
you all the details of this game. However, this is primarily an action 
game. If you are careful and master your control of Tracy, you should 
be able to figure out the cases. We take you through the first case in 
some detail. After that, we just offer a few hints. 


Case One: “The Bogus Bucks” 

Your first case! Go through the 
procedure you should use at the 
beginning of each case. First, 
select the Notepad. The only 
clue you have (out of five that 
you need) is the fake $20 bill 
used near Steve the Tramp’s 
flophouse. It would be logical to 
assume that you need to question Steve! So select Mug Shots, 
point at each person, and write down their location. For this first 
case, we'll give you explicit directions, but write them down 
anyway (for practice). From his picture, you'll find that Steve's 
last-known location was 5th & B. So Hit The Street, Tracy! 

To make your way around the Street Map, you'll need to 
know that it’s laid out in a coordinate system. As you drive from 
left to right, the street numbers increase. To start, you're on 1st 
Street. As you drive right, the numbers will increase until you 
reach 9th Street. A similar theme applies as you drive up and 
down. You start at A. As you drive upward, the letters increase, 
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until you reach J. So, 1st & A is at the lower-left of the screen, 
and 9th & J is at the upper-right. Got all that? Good. 

So make your way to 5th & B—slowly! You'll come across a 
few snipers. Practice getting out of the car quickly and shooting 
them off the rooftops. Once you reach the building you're 
looking for, get out of the car and move to the door. 

You're inside! Move slowly to the right. See that boxing 
glove above the stairs? It’s a Super Punch. Jump up and punch 
it. You’ve only got ten, so use them wisely. As you reach the next 
staircase, you'll come to your first armed henchman. Shoot him 
before he shoots you! As you keep moving right, you'll see a 
heart symbol. This is a First Aid. Punch it to pick it up. Keep 
going until you see a man standing still. This is Steve. (There’s a 
First Aid Kit almost directly above him in a window.) Whenever 
you enter a building with a suspect, the suspect is the one 
standing still! Go to Steve and punch him. 

Now you're at the Interrogation 
Screen. You don’t have any real 
evidence, so interrogate Steve. He'll tell 
you that he earned the $20 at the 9th & 
F pier. Interrogation is how you find out 
where most of the clues for each case 
are. So let’s get going! 
Interrogation. You'll start out from the police 
station again. Drive up to 9th & F. There will be a lot more 
snipers to deal with. Be careful! Once at the dock, be sure not to 

fall off the screen. Some of the jumps are 
tricky. If you do fall, you’ll lose half a 
badge and have to start 
back at the car. Halfway 
through this location, 
. you'll find your first clue: 
footprints in a puddle of 
green ink. Make your way 
to the door and exit. SSS iS 

a22 2 A blue car! Follow it and shoot it as 
quickly as you can. You'll need to hit it quite a few times. When 
it starts to spin, make sure you're not too close! Who’s the 
driver? Shoulders! Interrogate him. Takes crates to 4th & D, does 
he? Well, what are you waiting for? 4th & D it is. 

You'll find your next clue here; paper used to make money 
and an invoice from the 1st & H printshop. That's your next 
destination, though I’m sure you could have guessed that on 
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your own. If you’re running low on bullets, 
go to a police station first. If you’re low on 
energy, go to the 5th & B flophouse and grab 
some First Aids. Steve, by the way, will still 
be there. You can even Interrogate him again 
(but you won't learn anything new). 

The clue at the printshop is a claim ticket s 
for the shoe repair shop at 4th & B. You’re The Blue Car! 
almost there! Drive to 4th & B where you'll find your final 
clue—shoes with green ink on the soles. You find out they’ re 
being fixed for Numbers! Well, we've got 
all the clues and we know who the man 
is. So drive to 8th & J and fight your way 
through the building until you reach 
Numbers. Punch him, arrest him, and 
The Arrest. you've solved your first case! 


Case Two: “Torchsong Tale” 


From here on out, we'll leave most of the investigating to you. 
After all, Dick Tracy is an ace detective! But we will give you 
overviews of each case. 

Interrogate Lips first; he’s the main suspect! 
There’s a hidden First Aid at the start of 9th & C; 
jump up and nail the first thug, and punch 
around where he was. The heart should appear. 
There are quite a few hidden objects in the game, z A 
but usually you won't need them. First Aid. 

At 2nd & F, you'll encounter the rats for 
the first time. They can’t be punched or shot; 
a cannister of tear gas is effective (but you 
won't find any before you reach 2nd & F!). 

At the end of this case, you'll also find 
out that you sometimes have to return to the 
same location twice during an investigation; 
Climb the pipes. once to Interrogate and once to Arrest. 


Case Three: “A Bang Up Job” 


ill This is the first case in which you 
ji have to guess who to Interrogate 
first. We’ll tell you that Shoulders 
j isn’t the guy to start with. In fact, 
depending on who you start with, 
Find a safe place to stand. you might get the clues out of order. 
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It doesn’t matter how you gather them, as long 
as you get them all. 

At 7th & D, you'll find out—the hard 
way—about a new obstacle. Bricks will fall 
from certain windows that you pass. You can 
try to sprint past the windows, or inch up to 
them and run left as the bricks start to fall. 


Climb ropes. 


Case Four: “The Kidnap Caper” 

The kidnaped diplomat heard a foghorn. So 
where do you hear foghorns? 5th & J has a 
Tommy Gun, Tear Gas, and First Aid to 
collect; return here when you need them. 


Case Five: “Banks Alot” k ke tg 


WA This is it! If you crack this case, Big Boy 
is history! But things are a lot tougher. 
The 8th & C bank will have a lot of 
bricks. The gunmen will almost all have 
Tommy Guns. The 1st & C building will 
have a hidden First Aid; you'll 
probably need to stock up after each 
building you enter. If you saw the 
movie (and we know you did), what 
did Big Boy take from Lips? That’s 
where he’ll be. When you do encounter him, you'll need to 
shoot him a lot. Can you save the City? 


SHH... THE SECRETS 


How can I safely explore a building? If you're very patient, try 
punching continuously as you move to the right. You'll move 
VERY slowly, but you won't be surprised by anything. 

Why do I keep getting hit by the blue cars? If you exit a building 
and keep losing half a badge before you can blink, you're 
parked on the wrong side of the road. Try parking next to a 
building before you enter it. If a blue car awaits you as you 
leave, it will usually pass you without harming you. 

What are the safe combinations for each case? Dick Tracy would 
frown upon such shady techniques, but we know that 
sometimes even the best detectives want a challenge: 


Case #2: 207-119-060 Case #4: 036-224-136 
Case #3: 164-003-201 Case #5: 007-215-047 
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Double Dragon Il 


Distributor: Acclaim 
Game Type: Fighting 


WHAT’S GOING ON? 


Welcome to the concrete jungle. You thought you could rest, but 
the Black Shadow Warriors have other plans. You saved Marian 
in your last adventure, but your happiness is fleeting. Maybe 
they were aiming for you. Who knows? All you know for sure is 
that they gunned her down. Marian is gone, and all you have 
left is revenge. 

You'll have to become the ultimate martial artist. You and 
your brother are the only ones who can brave the dangers of the 
war-ravaged city. You'll have plenty of challenges ahead. Can 
you handle? 


WHO ARE YOU? 


In the one-player game, you play Billy, one of the last members 
of the famed Double Dragon Dojo. In the two-player game, you 
can play either Billy or his brother, Jimmy. 


PLAYERS 


Play a one-player contest or a two-player game. There are two 
kinds of two-player games. In Game A, you can’t hurt each 
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other as you fight side by side. In Game B, your punches and 
kicks can damage the other player, making it possible to fight 
and spar with a friend. 


SCORING 


Although you gain points for every enemy you defeat and every 
level you complete, this isn’t a game about points. Your 
challenge is to reach the lair of the Black Shadow Warriors and 
defeat their real leader. 


LIVES AND HOW TO LOSE THEM 


Although the manual states that you start with only three lives, 
you actually start with four. The screen shows 3, but that doesn’t 
count the character you begin the game with. So you do have 
four lives. You'll certainly need them. 

Every time you get hit, you lose some of your energy. When 
you lose all eight of your energy units (shown on the bottom of 
the screen), you lose a life. Some enemy characters will damage 
you more than others, so be careful out there. 

If you want to find an easy way to lose a life, however, simply 
jump or fall from a building, into water, or into some of the 
devious and deadly obstacles that await you. Try the spiked 
floors for an instant demise. 

Each time you complete a mission, your energy units are refilled. 


CONTINUES 


You can play until you run out of lives. However, there are no 
official continues in this game. Once you run out of lives, that’s it. 


CONTROLS 


Directional Movement 


Attack 
Punch Right 
Kick Left 


Double Dragon II 


WEAPONS 


Your best weapons are your own hands and fists. You’ve really 
done your homework, and your arsenal of kicks and punches is 
awesome. Really! Try these moves: 


Punch by pressing the appropriate button in the direction 
you re facing. 

Uppercuts happen after you've softened your enemy up with a 
few good punches in a row. 

Sometimes the enemy sneaks up on you from behind. Use the 
Back Kick to put him (or her) down. Just press the attack button 
opposite the direction you're facing. 

The Jump Kick is a very important technique. Press A & B to 
jump, then press the attack button in the direction you're facing 
to launch a vicious kick at your enemy. 


Just punching and kicking is ordinary stuff, and you’ve got 
some much better moves. For instance: 


You can use the Hair Pull technique to immobilize many 
enemies. First, punch them a few times, then press the controller 
z pad toward the enemy. You'll grab their 
hair or collar, and then you'll have them 
right where you want them. From this 
position, you've got four options: 


(For this section, we'll assume that the 
attack button is A.) 
Press the attack button in the direction 
you're facing and you'll introduce 
your knee to your enemy’s face. This 
technique is called Noggin Knocking. 
For some real satisfaction, try 
pressing D & A to give him a powerful 
Elbow Drop. Two ways to finish off 
your hair pull are the Upper Kick 
(U&A) and the Hurl (B & A). In either case, your enemy will 
go flying and, if you’ve given him some good whacks, he 
shouldn’t bother you any more. 


EXTRA POWER MOVES: 


O.K. You’ve mastered the basic techniques. That’s fine, but 
you'll have to defeat a lot of powerful enemies in this game, so 
you'll want a little extra fire power. 
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The Spinning Cyclone sends you whirling in the air with your 
foot extended, ready to make contact with anybody standing 
around. Although it’s tricky to pull off, this move can get you 
out of some tight jams. And anyway, it’s fun. Just jump normally 
(A & B), then release and press and hold either A or B. If your 
timing is right, you'll be spinning. 


The Hyper Uppercut is one of the most powerful moves in 
Double Dragon II. To execute it, you must deliver the punch 
from a squatting position. That means you can use the Hyper 
Uppercut right after you have been knocked down, or right after 
a jump or jump kick. 


The High Jump Kick delivers a powerful knee to the face of 
your enemies, and is especially useful against the larger 
characters you'll meet. This is the other truly devastating move 
in the game, and, like the Hyper Uppercut, it must be started 
from a squatting position. The best way to do it is to jump once, 
then, on the second jump, press both attack buttons with the 
control pad pressed in the direction of the enemy. Most of the 
time, one High Jump Kick is all it takes. 


OTHER WEAPONS 


During the game, you may pick up several weapons that your 
enemies drop or throw at you: 


The Whip is a minor weapon. It’s a novelty that you'll want to 
try, but your own attack power is much more effective. 

The Chain is better than the whip. 

The Iron Pipe is pretty good. You can swing it using the attack 
button in the direction you're facing, or throw it by pressing the 
attack button opposite the direction you're facing. 

The Knife is pretty ineffective, but it will travel a long distance, 
so it’s worth picking up in certain situations. 

Grenades are pretty effective if you can pick them up and throw 
them before they go off in your face! 

Incendiary Bombs are also powerful, but dangerous to handle. 
Usually best to avoid unless you're sure you can get rid of it fast. 
Boomerangs and Shurikens simply come at you. Avoid them 
whenever possible. 


SPECIAL ITEMS 


Other than weapons, there are no special items to find in Double 
Dragon II. 
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FRIENDS 


Your only friend in this game is your brother, if you play in the 
two-player mode. Otherwise, you're on your own. 


ENEMIES 


As usual, you've got plenty of enemies. In fact, there's a pretty 
fine assortment, including the Double Illusion of Level 8, where 
you meet your own mirror image! 


STRATEGY SESSION 


General Strategies 

Make sure you master the Hyper Uppercut and the High Jump 
Kick. These two moves will really serve you well. Practice these 
moves in the early levels. The Cyclone Spin Kick is tricky. 
Practice the timing on that move. Once you have mastered the 
basic techniques, you're ready for the action. 


Mission One: Into the Turf. This is nothing special. You'll meet 
some ordinan = street punks, some Lindas with whips, and 
Helmet Head, a for- 
midable looking boss 
character. But don’t worry, 
this whole mission is a 
breeze. It’s good practice 
though. Get in the habit of 
taking every advantage. 
For instance, when you 
first meet the Lindas, stand next to the ladder and kick them as 
they climb down. Or practice your Cyclone Spin Kick on them, 
hitting them when they're 
still high on the ladder. 

When you meet Hel- 
met Head, don’t be in- 
timidated. Jump once, 
then use the High Jump 
Kick on him. It'll knock 
him down, and then he'll = 
disappear. When he comes ick, hit him again ‘ith the High 
Jump Kick and he’s history. 
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Mission Two: At the Heliport. At the beginning of this mission, 
jump to the lower rooftop where the two punks are waiting. You 
might consider surprising the first punk with a Hyper Uppercut 
(use it right after you complete the jump). 
Then, just for fun, grab the other punk’s 
hair and hurl him over the side. That’s a 
nice way to get rid of petty annoyances. 

Now climb down and jump the gap. 
Get rid of the two punks there and then 
climb up two drainpipes to get to the roof. 
Go almost to the roof, but stop just short. 
The helicopter should begin to appear 
from the right. Quickly get down off the 
drainpipe and stand near the sign on the 
ledge. As soon as the helicopter’s bullets can’t hit you any more, 
rush up to the roof top and position yourself next to the helicopter 
door. Kick and punch anything that moves until they stop 
coming. Try not to get hit by any grenades. 

Follow the hand to the right and jump down from the edge 
of the roof. Then fight a series of enemies who appear near the 
parked helicopter. The first ones to appear will be easy, but be 
prepared. Your first real challenge has arrived. Two acrobatic 
types will appear. They'll throw Shurikens at you and generally 
mess you up. Be sure to take advantage of your power moves. 
Remember, every time they knock you down, you can use a 
power move as you get back up. Also, if you jump, be ready to 
use the High Jump Kick. Once you get the first guy down, the 
other will be easier. 

Don’t worry when the helicopter takes off. You can’t jump on 
it, but you'll somehow find yourself inside it in the next mission. 


did they get all those guys? 
This must be a big helicopter 
to fit all those enemies. 
Anyway, the only thing 
you have to worry about is 
getting sucked out the door 
- when it opens. The best fun 
you'll have on this level is timing your power moves to knock 
your opponents down near the door just as it opens. That’s the 
easy way to win the battle. Just watch them get sucked away. 
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You only have to fight seven guys, and with the door to help 
you it should be a breeze. 


Mission Four: Undersea Base. In the Undersea Base, battle your 
way to the door straight ahead and go in. Now the elevator 
takes you down into the heart of the base. 
When you come out at the bottom, look === =e 
out for the spikes on the ceiling. You can’t 
use your jump moves here. Actually, 
hitting the ceiling doesn’t really damage 
you much, but it does make you fall down. 
You might be able to use that to your 
advantage, though, if you think about it. 
But you can rely on good solid punching 
to take care of the first few guys, anyway, aah when the 
Muscle Man arrives, remember that you can use the Hyper 
Uppercut when he knocks you down. Once you have him 
down, plant yourself right in his stomach 
and punch as fast as you can. Chances 
are that’s all you'll see of him. Head to 
the right. 

The giant claws are easy to pass. Just 
walk right up next to them and walk 
through after they have fallen and are 
moving back up. You don’t even have to 
worry about a pattern since there’s enough 
room between the claws to stand and wait. 

Keep walking until you pass the chute 
Try to use the ceiling above you, then move back to the right of 

spikes to your the chute and prepare to punch as the 

advantage. Lindas come from above. Watch out for 

the grenades. Keep fighting here, and remember, the ceiling 
spikes work against your enemies, too. 

After you defeat some punks, another strong man will 
appear from the right. Place yourself just beneath the chute. Now 
use jump kicks and ee to wipe him out. Head for the door. 
? Now the object is to get to 
the door on the left side of the 
screen. Don’t try to maneuver 
the conveyor belts unless you 
are masochistic. Just move 
over to the flat area in front of 
them and jump the gap. Then 
simply move back to the door. 


Nintendo Games Secrets 


1. As soon as the train comes 
into view pany to the first 
platform (the front wheels)... 


3. Then jump up to the 
exhaust pipes... 


4. Continue to climb up 
toward the door... 


5. Standing next 5 the door, 
keep punching. Be ready for 
some more action!! 


Mission Five: Forest of Death. 
Take care of the Lindas (use their 
chains against them), then head 
right. At the edge, jump down, 
then immediately give the punk 
waiting there a Hyper Uppercut. 
Climb down the ladder and finish 
off a few more Lindas. 

To cross 
the water, 
some people 
prefer to use 
the narrower 
gap toward the back. You only 
have to execute two jumps. 
However, for the strong of heart, 
the front way is more exciting. 

Gain an advantage by jump 
kicking the three punks as they 
climb down the cliff. Once you’ve 
disposed of them, climb up the 
left-hand vine. At the top, watch 
out for TNT. Don’t step on it. The 
strong men will go down with one 
High Jump Kick each. 

Follow the hand to the right and 
jump down. Now you'll face two 
Stick Fighters. They’re pretty tough. 
Remember to use your power 
moves, and you'll win. Then you 
have to get onto the train. 

It takes timing to get to the top 
of the train. When it comes into 
view, quickly jump to the first 
platform (the front wheels), then 
to the back wheels and up the 
exhaust pipes. If you prefer, watch 
the pattern of the exhaust pipes 
once, then climb up the second 
time the train appears. If you keep 
moving, you'll make it to the top. 

Now position yourself next to 
the door and start punching. Beat 
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up a bunch of punks, then fight the strong man who appears. 
Once you get him off the train, just wait for him to climb back 
up and ambush him. Use your power moves. He’s tough, but 
you're tougher. 


Mission Six: Mansion of Terror. Timing is everything in this next 
mission. Watch the flames that drip from the torches in the 
walls. When a flame drips from the 
second torch from the left, jump onto 
the upper platform and wait until the 
first disappearing platform appears. 
Jump onto it and immediately jump 
forward, even though there doesn’t 
seem to be anywhere to go. The next 7, Wait for the DERIS 
platform will appear under you. drip, then jump to the 
Immediately jump again and land platform beneath it. 
safely on the solid floor to the left. z 
Make your way to the second 
doorway and defeat the punks and 
Stick Fighters. The Stick Fighters are 
pretty strong, so remember your 
power moves. Then follow the hand to z 
the right. 2. As the disappearing 
You have to get to the doorway up piaiforn appears 
above, but to get there, you'll have to ee? 
jump from one disappearing platform 
to another. Position yourself on the first 
raised platform to the right of the 
screen. Wait and watch the pattern. 
Here’s what you do: = 2 
Just as the first platform appears 3, Immediately jump 
next to you, jump onto it and wait until forward, even though 
it starts to fade out. Then jump there seems to be 
immediately to the left. Position tothisg there: 
yourself near the right edge of this rae 
narrow platform and face to the right. 
Again, wait until the platform starts to 
fade and turn and jump left. From this 
platform, jump left just as it fades. As 
this next platform fades, jump right 
and then immediately jump right again 
to reach the doorway. 


4. As the next platform 
disappears, jump left 
again to a solid floor. 
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1. As the first platform appears, 
jump to it; wait until it starts 


2. Stand on the right edge of this 
platform, and wait until it 
starts to fade... 


to fade, then jump to the left... 


3. Don't worry. ‘Another 4. As this platform fades, jump 
platform appears. It's small, left again. A wider se 
though, and easy to miss. will appear. 


5. Now jump right, land on 
another platform, then jump to 
the door. 

Mission Seven: Trap Room (Dungeon of the Mansion). This 
room is also tricky, and you'll need good timing. Watch the 
conveyor belts at the beginning. When you jump, land on the 
first belt and jump im- 
mediately right. Now, walk 
back to the left on the next 
conveyor belt. If you jump 
too soon, you'll miss the 
tiny conveyor, so walk 
almost to the left edge of the 
belt you’re on, then jump to - 
the right and immediately jump again to land on the solid floor 
again. If your timing is good, you'll pass this test easily. 

Now you'll have to defeat a punk, and then a visit from your 
old friend Helmet Head. Use your High Jump Kick on him a 
few times to get rid of him. Once you’ve knocked him off the 
screen once, you can continue to jump kick at the right of the 
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screen. You should hit him as he tries to come back at you. And 
don’t worry too much about the disappearing floor. If you keep 
Helmet Head pinned in the right edge of the screen, you'll finish 
him off in plenty of time. 

Through the door you'll find your next test, the gear room. 
fly up from the floor. They 
appear in five places, one 
after the other. You can 
easily pass this level if your 
timing is good. Wait until 
the spike nearest you has 
| passed, then the next one. 
Now jump onto the gear (it 
should be stopped) and 
then onto the first plat- 
form. Watch the next spike 
fly upward, then jump on 
the gear and immediately 
to the next platform. Now climb the ladder. 

The next part is a little tricky. You'll have to time your jump 
while being careful on the spinning gears. If you can, walk 
down onto the first gear when it isn’t spinning, turn around and 
then jump. Otherwise, you'll tend to jump too far. Once you 
make this first jump, you'll be OK. 

Now you'll have to battle it out on another disappearing 
floor. Watch out for the TNT. It can give you problems, but these 
punks aren’t all that hard. Once you finish them off, it’s into the 
next room where you'll find an assortment of enemies to tackle. 
You'll face knife throwers, TNT carriers, and assorted punks. 
The Muscle Man who appears is tough, but you can get him the 
way you got the guy in Mission Four (by repeatedly punching 
him in the stomach at very close range). 


Mission Eight: The Double Illusion. You're almost there. If 
you've made it this far, you're styling. But don’t get too 
confident. There’s more to come. In this mission, you'll meet a 
pretty unusual enemy—your own double. 

First fight the Stick Fighters and work your way to the right. 
Look at the double doors; some punks will drop down. Defeat 
them and the hand tells you to go down. Climb the ladder. 

You already know how to get past the strong men. Defeat 
three of them, then follow the hand to the right. Remember the 
acrobats? They’re back—four of them—with daggers. Defeat 
each group of two using power moves. They're tough, so you'll 
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have to keep moving and use your High Jump Kick and Hyper 
Uppercut to succeed. 

Once the acrobats are dust, it’s Double Illusion time. Some 
magipal power seems to remove ee own image from you — a 
doppelganger of death, so 
to speak. He’s not too bad. 
You can knock him down 
and out fight him. But, be 
careful. If you don’t keep 
him down, he'll disappear 
and reappear inside you! 
Then he throws a fireball 
at you. This APARE A doesn’t fight fair. Don’t stand still. 
Keep jumping and keep giving him every High Jump Kick you 
can get in. You should be able to defeat him pretty easily if you 
can catch him a few times. 

If you have been playing in the Warrior Mode, this is as far 
as you can go. However, pass this level in Supreme Master 
mode, and there’s a special treat that not even the arcades 
offered: the Final Confrontation. 


Mission Nine: Final Confrontation. OK. If you're a Supreme 
Master, surprise, you'll find a resurrected Marian waiting for 
you. It looks like a happy ending, doesn’t it? Well... Now you 


have to beat the real Shadow Boss. And he is a pretty wild dude. 
His magic and spin punch can wipe you out in a hurry. Your 
only hope is to hit him fast and hit him often. Good luck. 


SHH... THE SECRETS 


There aren’t a lot of secrets in Double Dragon II, but there are 
some that you'll like a lot. 
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To go through the game almost without effort, get an adjustable 
Turbo pad, adjust the Turbo on both buttons and just hold them 
down. You'll do almost constant High Jump Kicks to take out 
almost any enemy in a minimum of time. It makes the game 
almost too easy, though. And pretty boring, as well. 


— - EA fE: 
1. With your last life 
and one health bar, 
jump up into the upper 
steam pipe as the train 
is moving backwards... 


2. This should cause 


you to lose your last 
health bar... 


3. You should fall on 
the front conveyor and 
bounce around there for 
a little while... 


4. When you stand up 
again, if you did this 
right, you'll have 
unlimited lives. 


Extra Men: To start the game with eight 
lives instead of only four, play the game 
in 2P mode B (the one where Billy and 
Jimmy can fight). Play Billy and steal 
Jimmy's lives by beating him until he is 
eliminated. Each time you defeat Jimmy, 
one of his lives is added to yours. 


Continue Codes: These top secret 
codes may help you pass some of those 
hard levels. 

For Levels 1-3, use this code at the 
Game Over screen: URDLAB 

For Levels 4-6, use this code at the Game 
Over screen: UDLRBAA 


There’s a code for Levels 7-9, but we 
can’t reveal it yet. Look for it in 
Nintendo Game Secrets 2. 


There is a way to get unlimited lives in 
Double Dragon 2, but it isn’t easy. 
Here’s what you have to do: Take your 
character down to his last life. When 
you first encounter the train in Mission 
Five, you should have only three bars of 
health left. Now you want to lose two of 
those health bars. Then jump up and get 
hit by the upper steam pipe (losing your 
last bar of health) as the train is moving 
backwards. You should fall on the front 
conveyor and bounce around there for a 
little while. When you stand up again, if 
you did this right, you'll have unlimited 
lives. This technique is very difficult, 
and there may be more than one way to 
do it. However, this is the way that 
worked for us. If it doesn’t work, use 
the continue code to try again. 
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Dragon Warrior 


Distributor: Nintendo 
Game Type: RPG 


DRAGON WAR 


WHAT’S GOING ON? 


OK. You’ve got a few hours to kill and you think to yourself, 
“Maybe there's a whole kingdom that’s in danger of destruction, 
and only I can save them.” So you strap on your hero garb and 
get to it. 

The kingdom is Alefgard, and King Lorik himself has asked 
you to step in. Oh, some of the people think you're a fraud. 
After all, you don’t have the look of a hero. No weapons or 
armor. No experience. Who would entrust their kingdom to 
you? Maybe the King is desperate enough to see the hope you 
offer. After all, the beautiful Princess Gwaelin has been 
kidnapped. He'll do anything to get her back. And then there’s 
the evil and ultra powerful Dragonlord. Somewhere in black 
Charlock Castle, he’s waiting for you. 

Long ago, the legendary Erdrick saved the kingdom from an 
evil as great as the one now growing in Alefgard. You must 
prove to be Erdrick’s heir, to step in and duplicate his feats. 


WHO ARE YOU? 


Playing yourself, a visitor from another time and place, you 
must journey through Alefgard to find the magic items scattered 
and hidden about. And while you're at it, you'll fight the usual 
endless barrage of monsters—gaining experience, power, and 
magic spells. Each time you gain a level of experience, you 
become stronger. 
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Your character has many abilities that are measured for you 

as you play: 
Strength will increase during the game. Strength also 
affects your ratings for Attack and Defense. 
Agility affects your ability to run from enemies and 
avoid enemies while moving around. 
Hit Points measure your health. If they fall to zero, 
you die. The maximum number of hit points you can 
have will increase during the game, but you'll lose hit 
points during battles. Regain them by using spells, 
herbs, magical armor, or by staying at one of the Inns 
you'll find in the towns. 
Attack Power measures your effectiveness in 
attacking your enemies. 
Defense Power measures your vulnerability to attack. 


PLAYERS 


There are three positions in this battery backed-up game. That 
means that three people can play the game at separate times. Or 
one person can play three separate games. 


SCORING 


Although the only way to win this game is to defeat the 
Dragonlord, you will keep a close eye on your Experience Points 
and your Gold Points. Gold lets you buy weapons and other 
very useful items. Your experience points determine your level. 


LIVES AND HOW TO LOSE THEM 


You'll probably die quite a few times when you meet a new, 
more powerful monster and you get all your Hit Points wiped 
out. That’s OK. You'll lose half your gold, but the King has the 
power to restore your life, so you can never die. 

The only real death is if you don’t take good care of your 
NES cartridge. As with any battery backed-up game, always 
press the Reset and Power buttons together. Don’t just turn off 
the power. If you get killed and want to hold on to your gold, 
Reset the game, and you'll begin where you last saved it. 

By the way, if you're just getting into the game, you save it 
by visiting the King and talking to him. 


WEAPONS AND ARMOR 


Weapons and armor will occupy your thoughts throughout this 
game. It seems that you always need a better item to hold your 
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own against the newest monsters the Dragonlord throws at 
you. Fortunately, new weapons become available pretty much 
as you need them: 


Weapons 


Bamboo Pole: Use this item if you want to save 
money at the beginning, but don’t expect miracles 
from this stick. It increases your strength by 2. 

Club: Use the club at the beginning of the game. It’s a 
decent early weapon — effective against slimes and 
other low life. It increases your strength by 4. 

Copper Sword: Only 180 gold in Brecconary. Save up 
for it. It’s worth it early in the game. It increases your 
strength by 10. 

Hand Axe: A very good weapon, though costly. It 
may be worth the price, though. It increases your 
strength by 15. 

Broad Sword: At 150 gold, it’s a deal. Increases 
strength by 20 points. 

Flame Sword: This is the second best sword, though 
it’s very costly. By the time you find it, though, you'll 
be able to earn the money. It increases your strength 
by 28. 

Erdrick’s Sword: You'll have to find this one. Don’t 
expect to search somewhere easy, either. You'll earn 
it. It increases your strength by 40. To defeat the 
Dragonlord, you'll need this sword. 


Armor 


Clothes: Inexpensive and ineffective protection. It 
increases your strength by 2. 

Leather Armor: The first armor you'll get. It’s pretty 
cheap in Brecconary and increases your strength by 4. 
Chain Mail: Decent armor. It increases your strength 
by 10. 

Half Plate: Early in the game, gold is hard to come 
by. But you'll want to buy this armor as soon as you 
find it. You'll need to save up, though. It increases 
your strength by 16. 

Full Plate Mail: More costly, but more effective, this 
armor increases your strength by 24. 

Magic Armor: This stuff is getting really costly, but 
it’s well worth it. In addition to protecting you from 
some magic attacks, even better, it heals your lost Hit 
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Points as you walk. Like the Full Plate, it increases 
strength by 24. 

Erdrick’s Armor: Like Erdrick’s Sword, you'll have to 
find this one. Listen to the clues you get, especially in 
the town of Cantlin. Heals Hit Points even faster than 
the Magic Armor, protects you from all damage 
zones, and increases strength by 28. 


Shields 


Small Shield: This leather shield is worth getting 
early in the game. It increases your strength by 4. 
Large Shield: When you can, pick up one of these. It 
increases your strength by 10. 

Silver Shield: Sure, it’s expensive. You may think 
you'll never be able to afford something that costs 
14,800 gold. But you will. It increases your 

strength by 25. 


SPECIAL ITEMS 


You'll need more than weapons and armor. There are a few 

additional items that you'll find useful. 

Items Found in Shops 
Herb: This medicine is worth every penny you pay. It will 
heal your Hit Points between 20 and 35 points for each 
herb. Carry several around with you to help you out 
of those tight spots. 
Torch: When you go into caves and dungeons, you'll 
want one of these to light the way. 
Dragon's Scale: Get some extra protection. Purchase 
one of these. 
Wings: Need to get back to the castle fast? Use the 
Wings (when you can find them). 
Magic Key: These keys can only be used once, but 
you'll want to stock up on them. They’re available in 
several places, but you'll need to get to Rimuldar to 
get your first one. 
Fairy Water: Use this to keep enemies away from 
you. It only works above ground, and it wears off 
after a while. Still, it can help you get across the 
countryside unscathed. 

Items Not Found in Shops 


Gold and other items are found in chests. To open a 
chest, stand on it and use the Take command. 
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Erdrick’s Tablet: Get some additional clues when you 
find this. 

Silver Harp: It’s well hidden, but you can trade it for a 
very important item. 

Fairies’ Flute: You'll need this to get past a certain enemy. 
Staff of Rain: You'll need this late in the quest. 

Stone of Sunlight: You'll need this too. 

Rainbow Drop: When you get this, it will help you get 
across the water. 

Erdrick’s Token: Find this, and you'll finally convince the 
doubters about your heritage. 

Gwaelin’s Love: Once you rescue Gwaelin, she'll help 
you in your quest. With her love, you always know 
where you are and how many points you still need to get 
to the next level. 

Fighter’s Ring: After you find it, your fighting ability 
will increase. 

Cursed Belt: Try not to get this. If you do, visit the man in 
Brecconary to have the curse removed. 

Cursed Necklace: Like the Cursed Belt, don’t get this. 


Power Tip: After a while, you'll have a lot of items: torches 

and herbs, Fighter’s Ring, perhaps Wings and other things. If 
you have a full pack, you won't be able to pick anything else up 
until you drop something. Therefore, having a full pack, even if 
you don’t need everything in it, is a good idea. That way, you 
can’t inadvertently pick up a cursed item. 


FRIENDS 


Your best friends in the game are King Lorik and Princess 
Gwaelin. However, there are a lot of people in the towns who 
will help you. Everyone else is an enemy. 


ENEMIES 


You'll face a wide variety of enemies. We'll tell you a little about 
them here. You'll find out more later. At the end of the 
description are all the members of the family. For instance, there 
are three kinds of slimes. Each succeeding member is more 
powerful than the ones that precede it. 


Slimes: The easiest creatures to defeat. Even early in the 
game, you can beat slimes. However, they don’t give you 
much for your trouble. Slime, Red Slime, Metal Slime. 
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Drakees: Baby dragons. Not too tough. Drakee, 
Magidrakee, Drakeema. 

Ghosts: Supernatural beings, but not too difficult. 
Ghost, Poltergeist, Specter. 

Magicians: Not great fighters, they can cast spells 
that will give you trouble. Magician, Warlock, Wizard. 
Scorpions: Can give you some trouble. Use the Sleep 
spell if you think you need it. Scorpion, Metal Scorpion, 
Rogue Scorpion. 


The Wolflord 


Skeletons: Skeletons come in several forms. All are 
formidable opponents. Use the Sleep spell on the 
lower forms. Skeleton, Wraith, Wraith Knight, 

Shadow Knight. 

Wolves: Wolves are strong and fast. Be on your 
guard. Wolf, Wolflord, Werewolf. 

Drolls: Cave dwelling monsters who shouldn't give 
you too much trouble. Droll, Drollmagi. 

Druins: More cave dwellers. Watch out for magic 
attacks. Druin, Druinlord. 

Wyverns: Small flying dragons. Some can cast spells. 
Not easy to beat. Wyvern, Magiwyvern, Starwyvern. 
Stonemen: Tough opponents. At one point in the 
game, the Goldman is someone you'll look for. He’s 
worth a lot of money when you beat him. The Golem 
loves music. Goldman, Golem, Stoneman. 

Knights: Tough opponents, you'll need to be in top 
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The Goldman The Demon Knight 


form to win. Use magic if you need to. Knight, Axe 
Knight, Armored Knight. 


Dragons: The toughest opponents next to the 
Dragonlord himself. The Red Dragon will definitely 
get your attention, but you'll meet his green cousin 
much earlier. Green Dragon, Blue Dragon, Red Dragon. 
Dragonlord: Yes, you'll have to beat old scaly toes 
himself. 


TABLE 1: MONSTER GUIDE 
MAXHIT EXPERIENCE MAXIMUM 


CREATURE POINTS POINTS GOLD* 
Slime 3 1 2 
Red Slime 4 1 3 
Metal Slime 4 115 6 
Drakee 6 2 Ki 
Magidrakee 15 5 12 
Drakeema 20 11 20 
Ghost 7 2 5 
Poltergeist 23 8 18 
Specter 36 18 70 
Magician 13 4 12 
Warlock 30 13 35 
Wizard 65 50 165 
Scorpion 20 6 16 
Metal Scorpion 22 14 40 
Rogue Scorpion 35 26 110 
Skeleton 30 11 30 
Wraith 36 17 60 
Wraith Knight 46 28 120 
Shadow Knight 50 37 150 
Wolf 34 16 50 
Wolflord 38 20 80 


101 


Nintendo Games Secrets 


MAX HIT EXPERIENCE MAXIMUM 


CREATURE _ POINTS POINTS GOLD* 
Werewolf 60 40 155 
Droll 25 10 25 
Drollmagi 38 22 90 
Druin 22 7 16 
Druinlord 35 20 85 
Wyvern 42 24 100 
Magiwyvern 58 34 140 
Starwyvern 65 43 160 
Goldman 50 6 200 
Golem 70 5 10 
Stoneman 160 65 140 
Knight 55 33 130 
Axe Knight 70 54 165 
Armored Knight 90 70 140 
Green Dragon 65 45 160 
Blue Dragon 70 60 150 
Red Dragon 100 100 140 
Dragonlord Ti ?? ?? 


* Maximum Gold is the amount you can get when you defeat the creature. You 
almost always get less. 


MAGIC 


In addition to weapons and armor, you'll gain magic spells. 
Without this magic, you'll have a hard time getting through 
the game. 


SPELL LEVEL _MAGIC EFFECT 


Heal 3 4 Raises HP 20 to 35 points. 

Hurt a 2 Causes up to 15 HP damage to 
an enemy. 

Sleep 7 2 Puts some enemies to sleep for 
a while. 

Radiant 9 3 Lights up dark places. 

Stopspell 10 2 Prevents enemies from casting 
spells. Sometimes fails to work. 

Outside 12 6 Takes you out of a cave or dungeon. 

Return 13 8 Takes you from anywhere on the 
surface back to Tantegel Castle. 

Repel 15 2 Keeps weaker enemies away. 


Doesn’t work in caves and 
dungeons. Like using Fairy Water. 
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SPELL LEVEL _MAGIC EFFECT 

Healmore 17 10 Heals up to 100 HP. 

Hurtmore 19 5 Causes greater damage to 
your enemies. 


PLACES 


You'll start the game in Tantegel Castle. However, there are lots 
of other places to explore: 
* Explore several towns, including Brecconary, 
Garinham, Kol, Rimuldar, and Cantlin. Oh, and don’t 
forget the ruins at Hauksness. 
*In Rimuldar, you'll get keys. You'll need them. 
* By the time you reach Cantlin, you'll be well on 
your way. Don’t miss this stop. It holds several 
great rewards. 
* Explore the caves and dungeons like Erdrick’s 
Cave, the Swamp Cave, Rock Mountain Cave, the 
Grave of Garinham, and, finally, the dungeons 
beneath the forbidding castle of Charlock, where the 
Dragonlord lives. 
* One hint about places is that they get harder to deal 
with the further south you go. Each time you cross a 
bridge, look out for stronger enemies. However, the 
best stuff is also found in the south. So prepare well, 
then set out on your quest. 


CONTROLS 


Dragon Warrior uses a menu system that lets you choose the 
action your character will take. Use the A button to open the 


Directional Movement 
Select Options 


Pause Command Window 


Open n 
Close Window Make Selection 


Back out of Selection 
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Command Window and to choose an item. Use the B button to 
close a menu or to back out of a decision. Use the directional 
pad to select choices on the menu. 


THE COMMAND WINDOW 


On the Command Window, you'll find the commands 
you'll need. 


Talk: Use it to converse with people you meet in 
towns, shops, and caves. Won’t work with monsters. 
Status: Check your strength, maximum Hit Points, 
and other statistics (also weapons and armor 
currently in use). 

Stairs: Use when you are standing on a set of stairs. 
Search: Don’t search everywhere, but when a clue 
has led you to a place, use the search command to 
find the item there. 

Spell: Opens the spell menu. Choose the spell 

you want. 

Item: Opens the item menu. Choose the item 

you want. 

Door: Open doors with this command. But you must 
have a key. 

Take: When you find a chest, use the Take command 
to get what it contains. 


THE FIGHT WINDOW 


Fight: To use your weapon against the enemy. 
Run: To run away from the encounter. 

Spell: To choose a spell. 

Item: To use an item. 


To begin the game, you'll 
need to concentrate on 
poeta j] building your character. Go 
$ ; immediately to Brecconary 
and purchase some weapons 
and armor with the money the 
King gives you. You may 
want to purchase the Club 
first, but if you get the 
Bamboo Pole and the Leather 
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Armor, you can then begin to save up for the Small Shield and 
the Copper Sword. 

Go out and kill slimes until you can’t stand the thought any 
more. Return to the Inn and spend 6 gold pieces when your Hit 
Points are low. Don’t take any chances this early. Stay near 
Brecconary and put in your time. You can explore soon enough. 

At first the going will be very slow, but once you reach Level 
3, you'll get your first Magic Points and spell. With the Heal spell, 
you can stay out fighting longer. When you reach Level 4, you 
may want to charge up at the inn and then go to Erdrick’s Cave 
(just to the North in the middle of a sandy section). There aren't 
any enemies in the cave, though you may meet a Drakee on the 
way there. Find Erdrick’s Tablet on the second level and read the 
clues it contains, then return to the Brecconary area to build up 
more gold till you can buy the Copper Sword. By then you'll be 
ready for some more exploration. By Level 4 you're ready for 
some further exploration, but be very cautious. Be ready to return 
to the Inn as soon as you get low on Magic Points, and be careful 
about crossing bridges. Also, be sure to save your game by 
visiting the King every time you make it to a new Level or do 
something worthwhile (like buy a new weapon). If you want to 
try, you can make it to Garinham to the north. Beware of the 
Magicians and Ghosts, however. The Magicians can wipe you out 
with the Hurt spell. 

Tip: A good general strategy when you're in a dangerous area and 
the enemies are tough is to use the Run command. Quite often you ‘ll 
escape trouble that way, and live to continue your quest. 

In Garinham they sell lots of 7 T 
good weapons and armor. It will ; 
take you a long time at this level 
to buy what they have, but if 
you invest a lot of time now, 
you'll really shred later. It’s up to 
you. Notice that the Inn now 
costs 25 a night. 

From here on, you'll talk to This cave leads South. 
everyone you meet, explore a few more caves, and continue to 
test the limits of your abilities. With the Copper Sword, and at 
Level 5 or above, you can head out and see the sights. Earn 
money and buy some goodies. Keep working at it. Find the 
Rock Mountain Cave and explore it. On the second level you'll 
find the Fighter’s Ring. After that, head West to the city of Kol. 
Here you can fight some stronger enemies and gain new 
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ceettiqemtc scl meee abilities. Use the Sleep spell on 
the Skeletons, and be prepared 
to duck into the Inn for 
recharging when you get low 
on Magic and Hit Points. 

Eventually, you'll reach 
Level 10. At that point, you'll 
be ready to head to the 
Southwest to the town of 
Rimuldar. You should have at 
least the Hand Axe and the 
In the city of Kol... Half Plate by now. If you have 
the patience, earn the Full Plate and the Large Shield (which you 
should buy in Garinham—they don’t sell it in Kol). Then you'll 
be very strong. Or will you? This is where the game really 
begins to heat up. 


LEVEL 10 AND BEYOND 


By the time you reach Level 10, you'll have invested a lot of time 
in this game. Are you ready to get into the story now? I’m sure 
you are. So, by now you've seen some clues that make you think 
you need some item—the Silver Harp, for instance. You've 
probably explored north of Kol and met the man in the cave. 
OK, but how do you get the harp and the other stuff? Well, the 
next phase of this game requires keys, and you'll need to make it 
to Rimuldar to the South. 


A QUICK RUN-THROUGH FROM LEVEL 10 

Follow these steps to complete the game. If you get stuck 
somewhere, see the end of this chapter for some specific hints 
about the tricky places in the game. 


1. Get the keys in Rimuldar, then 
Ma | Open any doors and talk to 
di] everyone you meet. 


1500 
1000 
8000 


2. Go out and fight to earn 
[yi] enough money to buy the Broad 
Sword and the Magic Armor. I 
know. It’s expensive. But it’s 
worth it. 


z 3. Go back to the Swamp Cave 
Buy the Magic Armor. and rescue the Princess. Don’t let 
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the Green Dragon get the first 
shot. If he hits you first, Run, use 
your Heal spell, then try again. 
Maybe you'll be lucky and get an 
Excellent Move on him. Other- 
wise, be sure your game is saved. 


4, In Rimuldar, you should have 
In the doorway below, talked to Howard. He tells you 
you'll find the Dragon. where to find a magic item. Go to 
Kol. (If you’re smart, you will 
bring the Princess back to the 
castle first, but if you’re daring, 
carry the Princess there. She will 
not mind.) Get the Faery Flute. 


5. Head back to the castle and 
save the game now, if you didn’t 
already. The Princess gives you her love. In this case, 
Gwaelin’s love is a little more tangible than usual. 
She will always tell you how 
many points are left to the 
next level and where you are 
on the map. This last bit of 
information is worth the 
mushy stuff that comes with 
it. It will help you find 
Erdrick’s Token. 


6. Still at the castle, use a key 
to open the door and head Can you help? 
outside. You can buy more keys here (not a bad idea), 
then find the ol There you'll get another 
necessary item. 


7. Head for Garinham and enter the 
locked area. Here you'll have to 
explore the Grave of Garinham to 
find the Silver Harp. This dungeon 
has four levels, and you'll have to do 
some backtracking. The Fae TET 


Harp is in the middle of the third floor. f a 
eer S| 
RRR 


8. With the Harp in hand, head north of 
He'll give you another item. = | BSS 


Kol and give it to the man you meet. 
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9. Save up a lot of money by spending some time east 
of Rimuldar. You want to have about 8000 gold. If 
you have the patience, acquire about 23,000 gold (but 
that takes a lot of patience). 


10. Back to the castle to save now. 


11. East, then South. You’re on your way to Cantlin, 
but you'll meet the strongest enemies yet in this 
area, so be prepared. Skip the ruined city of 
Hauksness. You'll come back there soon. If you've 
earned the Repel spell, it can help you a little, but 
you'll still have to be ready to defend or run. 
Running works pretty well a lot of the time. 


12. At Cantlin, use an item to get 
past the Golem. Then explore 
(you'll need keys). You get some 
great clues here. Pay close attention 
and write them down!!! 


13. Buy the Flame Sword. If you can 
afford it, buy the Silver Shield, too. 


14. If you've paid attention to the clues, you know 
where Erdrick’s Armor and Erdrick’s Token are. Go 
find them. Be careful. The armor is well-guarded. 


Entrance to Cantlin. 


15. Now you need to go south of Rimuldar and meet 
the man there. He'll give you a necessary item. 

At this point, you should have Erdrick’s Armor, the 
Silver Shield, Erdrick’s Token, and the Flame Sword 
(not to mention a few other cio like the Rainbow 
Drop, Gwaelin’s Love, and 
the Fairy Flute). You are 
almost certainly at Level 16 
or above. There’s only one 
item left to get, and that’s 
Erdrick’s Sword. However, 
you'll have to enter and 
explore Charlock Castle to 
get that. 

You have two choices 7 e E a 

i E ou've got the bucks, get a 
Fr a Ba Te ee aa oe x Eri Shisld & Flame Sword! ! 
Drop at the appropriate place (it builds a bridge 
where there isn’t one already). Or you can go back to the 
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south and build up your 
character to Level 20 or better. 
You don’t need money any 
more. But you still need 
experience. You won't be able 
to beat the Dragonlord unless 
you are at Level 20 or above. 
You can get the sword, 
however, then use the 
Outside spell and the Return 
spell to save it. With Erdrick’s 
Sword, you can stand up to 
anything you'll find on the outside. 


16. Once you have Erdrick’s 
Sword, find the Dragonlord and 

: kill him — if you think you’re 
ready. But be prepared to die. Just save the game before 
you go into the castle 


SHH... THE SECRETS 


If you've really done your best, but 
you are having some problems, here’s 
where you'll find some help. 

I can't find the Keys in Rimuldar. 
If you’re having trouble finding the 
keys, try turning North just inside the 
city limits (before you cross the 
bridge). Head around to find the 
key vendor. 

I can’t find the Stone of Sunlight. 
Look in Tantagel's basement. 

I can’t find the basement of the 
castle. Go through the door and try going around the outside of 
the castle. Don’t be stopped by the water. Go around. 

When do I use the Fairy Flute? Remember, the Golem likes 
music. 

Where is Hauksness? Remember the abandoned town you pass 
on the way to Cantlin? That’s Hauksness. 

How do I Find Erdrick’s Armor? Look in Hauksness. The clue 
says that Wynn buried it at the base of a tree behind his shop. 
You should be able to find that place, but look out for the Axe 
Knight guarding it. 


Take the outside route. 
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I got the clue about an item hidden 70 
South and 40 East of Tantegel Castle, but it 
doesn't seem to be there. Remember, 
when you use Gwaelin’s Love, it tells 
you where you are in relationship to 
the castle. Try going to the West to the 
area south of Cantlin. There’s a big 
swamp. That’s where to look. If you 
have Erdrick’s Armor, the swamp can’t 
hurt you. 


use it. 


The Armor's Guardian. 


Why do I need Erdrick’s Token? You 
can’t get the Rainbow Drop without it. 
How do I use the Rainbow Drop? 
When you're ready, walk out onto the 
peninsula Northeast of Rimuldar and 


I got into Charlock Castle, but I keep 
going in circles. Look behind the 
Throne on the top floor. 

I can't find Erdrick’s Sword. See the 
maps at the end of the chapter. 


Erdrick's Armor is here. I can’t beat the Dragonlord. Magic 
doesn’t work on him when he reveals 
himself. You'll have to fight and use your Healmore spell to 


keep yourself alive. 


Well, that's about it. If you 
can find your way through 
the caves and mazes, you'll 
make it to the end. Then, if 
you're really strong and 
really brave, you might 
defeat the Dragonlord. By 
the way, map the castle 
carefully. It's very tricky. 
And good luck... 
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CHAPTER 9 


Duck Tales 


Distributor: CAPCOM 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Heroes are everywhere these days, but how often do you get to 
be a McMillionaire and play the richest duck in the world—the 
one and only Scrooge McDuck? 

In Duck Tales, “Unca Scrooge” is out to find five lost 
treasures scattered in various places in the world. One item is 
even hidden somewhere on the Moon! Scrooge gets help from 
Huey, Dewey, Louie, Webby, and Gizmo as well as Launchpad, 
Bubba Duck, and Mrs. Beakly. 

The adventure begins in Scrooge’s Control Room. From 
here, he can decide which land to visit. His search will take him 
to the Amazon, Transylvania, the Himalayas, the African Mines, 
and the Moon. It’s a real Disney adventure for Scrooge. 


WHO ARE YOU? 


You play Scrooge McDuck, a high-jumping, adventure-loving 
duck with a taste for the good things in life (like diamonds, 
money, and cake). 

What's the difference between the three modes—Easy, 
Normal, and Difficult? Basically, there are fewer 1-Ups (extra 
lives), more enemies, and tougher bosses on higher levels. 
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PLAYERS 
One McDuck at a time. 


SCORING 


Of course the goal of the game is to obtain the five lost treasures, 
but you can also gain a lot of money along the way. If you find 
all the treasures, you can still try to be the richest duck around. 


LIVES AND HOW TO LOSE THEM 


Scrooge is a fast-moving duck who begins with three lives, but 
there are lots of dangers facing him. Bumping into your 
enemies, or being captured or shot by them, usually means the 
loss of one hit point. Scrooge starts the game with only three hit 
points, but he can power up to five. In addition, there are 
dangerous pits and jumps where falling means losing one life. 

Each stage is timed, so you'll have to work quickly or lose a 
life. Once you know where you're going, it’s not so hard. At 
first, though, you may have trouble with the time limit. 
However, whatever time is left over when you finish one of the 
areas gets converted into cash. So don’t dawdle, duck! 

There’s some good news, too. There are places in the game 
where you can obtain Scrooge dolls, each worth an extra life. 


CONTINUES 
When you lose all your lives, that's it. 


CONTROLS 


Directional Movement Pogo Jump 
Swing Cane 


Jump 
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WEAPONS 


Scrooge has one basic weapon, but he can use it in two ways. 
His cane serves as a sort of golf club for whacking enemies and 
opening chests. It also serves as a pogo stick. The Pogo-Jump is 
the most important technique to master in the game. 


SPECIAL ITEMS 


There are several special items available at different points in the 
game. In addition to the diamonds that add to Scrooge's bank 
account, there are chests to open, Magic Coins for temporary 
invulnerability, Ice Cream and Cake to recharge Scrooge, and a 
few other goodies. Plus, don't forget the special treasures. Find: 


The Scepter of the Incan King in the Amazon. 

The Coin of the Lost Realm in Transylvania. 

The Giant Diamond of Inner-Earth in the African Mines. 
The Crown of Genghis Khan in the Himalayas. 

The Green Cheese of Longevity on the Moon. 


FRIENDS 


Your friends (Huey, Dewey, Louie, and 
Webby) all give you clues during your 
search. Gizmo Duck can take you back 
to the Launch Pad, and Bubba Duck 
has something special to give you. 
Mrs. Beakly tosses ice cream cones at you, helping you recover 
lost hit points. 


ENEMIES 


Too numerous to mention them all, there’s a constant supply. At 
the end of each level, though, you'll meet the special bosses. 


In the Amazon, don’t get smashed by the Boss Idol who 
bounces up and down. He must weigh several tons! 

In Transylvania you'll have to tangle with Magica 
Despell who throws magical lightning at you. 

In the African Mines, you can't top Boss Bat's spin move. 
In the Himalayas, Abominable Snowman tries to 
bury you. 

On the Moon, Boss Rat tries to jump on you or run you 
down. Let's be careful out there. 


And then, there’s Count Duckula... 
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STRATEGY SESSION 
General Strategies 


Master the Pogo-Jump. Remember, you can control Scrooge in 
mid-air. You'll need to use the Pogo-Jump in a lot of sticky spots. 
Also, get used to using the cane. It can have some marvelous 
effects if you use it right. 

Don’t assume that everything is as it seems. You can walk 
through some walls, and across the tops of some screens. 

Watch your back. Valuable items may appear after you pass 
a certain location. Be ready to backtrack to get them, especially if 
you are going for a high score. 

As in many other games, when Scrooge is hit, he flashes and 
is safe from further harm for a few seconds. Use this, if 
necessary, to get past a tight spot or a difficult enemy. 

In the next section, we'll take you through the first part of 
the game in detail (in the Easy mode). After the section on the 
Amazon, we'll give you the basics of the other worlds and some 
tips on the hardest sections. Of course, you'll want to gather all 
the treasures along the way. We won't tell you about every chest 
or diamond that appears. After you understand how to do the 
Easy mode, try the other modes on your own. 


The Amazon. First, get some practice 
with your cane and Pogo-Jump. Gorillas 
will come steadily from the right. Pogo- 
Jump the first one, then use the cane to 
whack the boulder into the second one. 
If your timing is right, you'll have one 
less gorilla to worry about. 

You've just used the two basic techniques of this game. From here 
on, everything you do will be a version of what you just did. 

Now continue to the right, gathering any diamonds you 
find and opening any chests. Jump over the red flower—it's 
deadly—and whack the rock into the snake (or Pogo-Jump it, 
but whacking is more fun). 

Head down the vine. See the pedestal 
there at the bottom? Whack it to the left. 
Now jump on it and Pogo-Jump to the top 
of the idol. Walk along the top of the screen 
to a secret room. Get what's there, then go 
left again to find another secret room. 

Now it’s back the way you came. When 
you get to the spiders, whack the boulder to 
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Jump on the pedestal and find the secret rooms! 


hit the second spider at the top of its web. Then time — jump 
past the first (jump as it goes back up). 

Pogo-Jump the spiked logs, and try not 
to hit the ones at the top. If necessary, 
Pogo-Jump carefully right up next to the 
beginning of the upper log, then use the 
Controller to Pogo-Jump forward as far as 
you can. You should clear the upper log. 
Get the chests in the middle, and then pass ae béh, ATANA 
the next set of logs. 

Climb the vine, then stand to the right of the boulder and 
whack it. You should get a very satisfactory result involving the 
boulder, a chest, and a snake. 

Climb up the next vines, gathering the chests along the way. 
Look out for the bees. Jump from vine to vine using the Jump 
button. Now head left. 

This next section is tricky. 
You'll need good timing and 
good jumping. Avoid the bees 
and flowers while you jump 
from rock to rock. When you 
see Launchpad, jump up and 
grab the rope. With good 
timing, you can jump off the rope and reach the next idol safely. 
Wait for the right moment. 

Wait! Before you cross that bridge, try this. Stand right next to 
the flower and begin your ations Take one practice i to 
build up steam, then 
launch out over the 
bridge. You should 
make it in two jumps. 
Walk across, and you 
may not make it. 
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From here it’s pretty easy. Keep heading left until you reach 
a vine. Climb it, gathering all treasures, then head to the right. 
You can use Launchpad now to return to the Control Room, but 
you're pretty close now, so you might want to continue. Head 
right (below Launchpad), and watch out for the boulder that 
falls from the roof. To clear the spiked log, start your Pogo-Jump 
early. It’s tricky in the narrow space, but you can do it. 

Jump on the idol and get the treasure. Don’t get shot, 
though. Now it’s up the vine and down the next where you'll 
find the Boss Idol. Beat him by staying to the sides. When he 
jumps, run over and Pogo-Jump him. Then continue to the edge 
of the room. Hit him five times and 
he’s a memory. Get your treasure 
now and go back to the Control 
Room to count up your money. 


The African Mines. OK. Select the 
African Mines and head East until 
you get to the locked door. One of 
the nephews (sorry, I don’t know 
which) will tell you that you need the key, and that it’s hidden in 
Transylvania, so it’s whoosh... You're in Transylvania. Surprise! 


Transylvania (detour). Now that you're here, you might as well 
explore some. First head East. See that suit of armor. Whack it 
with the cane and its head will fall off. Be careful it doesn’t land 
on you. Now talk to Webby and keep going East. 

Climb the first rope and go to the first landing. Whack the 
rock into the chest and make it fall on the mummy to the East. 
Now jump to where the mummy was and jump into the mirror. 

The mirror takes you to a new section. This part is pretty 
hard. Head West and jump in the mine cart. Duck as you go 
under the low ceiling, then get ready. When the cart falls, wait a 
moment, then jump out and to the West. Take the next cart and 
jump again. One more time—jump!—and be quick. If your 
timing is off, you'll lose a life and start over at the mirror. 
However, you'll soon get the knack of it. 

Now head down one floor on the rope and go East. At the 
end of the hall, get the chest. It contains a duck 
doll (extra life). 

Climb down the rope to the armor room. 
Whack their heads off to gather some treasures. 
There’s cake here, if you're hurt. Then head down 
the rope to the East. 
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At the bottom of the rope nou East again. See that coffin 
next to the wall? Want to know a secret? Try jumping on it and 
then walking East. Yes! A false wall. And inside is a special 
treasure, a hit point. 

Go back through the false 
wall and head West. Go through 
the narrow passageway (look 
out for the mummy) and then 
down the first rope. Go past Webby again and then jump to the 
mirror to the West of her. 

You'll find a special chest containing the Skeleton Key. Run 
to the mirror on the West edge of the screen and you'll be back 
in the Control Room. 


The African Mines (again). As soon as you get past the locked 
door, look out for the bat. Whack it with the rock. Then proceed 
to the East. Whack the mine carts for extra diamonds. 

Climb down the first chain to the first landing. Jump off to 
the West and run past the mine cart there. Yes, it’s another false 
wall. And inside is another duck doll. 

Back through the wall, continue East through the narrow 
passage. You'll meet Mrs. Bleakly who throws ice cream at you. 
How nice. 

Get ready now. You're about to do 
something tricky. Get your Pogo going 
and jump out over the chasm to the East. 
If you do this right, you g = 
will land on a monster 
coming up from the bot- 
tom. Pego off him and keep going East. Pogo 
off two more monsters to reach the mesa in the 
middle. Then one more Pogo-Jump takes you to a chest with a 
very special treasure worth $1,000,000! Was it worth it? 

Take the chain down from here to the first landing and 
head West. Here you'll meet Boss Bat. Pogo him five times 
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while avoiding his attacks (when he becomes a spinning ball). 
You'll get the treasure and go back to the Control Room. 


y {i Transylvania (again). Back in 

Transylvania again. Is that a popular 
| song? Anyway, head East to the first 
rope (gathering goodies as usual). 
Notice that all the chests are back even 
eae you got them before. You did 
| get them, didn’t you? 

Up the rope you go, and through 
the narrow passage ua Take the next rope going up and head 
for the mirror. Seem familiar? It is. Take the wild cart ride again, 
then down, West, and get that duck doll again. Yes, you can get 
it twice! Now head down the rope and go East, back to that 

7 7 mirror. This time walk under the wall 
beneath the mirror to another secret room. 
Enter the right mirror. 

You'll emerge in a 
new place. Now go West 
and soon you'll meet 
Magica Despell. Watch 
out for her lightning. As usual, Pogo her five 
times and she’s dust. It’s best to wait until she f= 
flies low, then jump on her. If you're lucky, B 
you can bounce on her a few times. 7 the right one. 
Otherwise, just bide your time 
and you'll succeed. 


The Moon. For starters, head 
East. Remember, you can use 
your enemies as springboards 
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to reach high items. Head for the rocket and make 
a careful jump onto the rope. Climb up and then up 
again. Head West, and at the end of the hallway, 
get rid of the monsters there. Now whack the 
pedestal against the wall and Pogo on it. Walk 
along the top of the screen to a secret room. Get the 
treasures at the bottom. 

Go back out the way you 
came and then climb the first 
rope. Head West and get the key to the 
U.F.O. Now go down the rope again, head 
East, down the first rope, and then go East 
again. Now it’s up the next 
rope you find. Head West and 
collect the treasures you find 
under the rocks. Then go back 
East and up the next rope. To 
the West you'll find the 
controls. Go back East again 
and up the rope to the top. 

- Another opportunity to 
practice Pogo- Tiinepaigs Here you have to repeat the trick you did 
in the Mines. Pogo over the spiked platforms and collect another 
Hidden Treasure. Then Pogo back the way you just came. 

Down the rope find some treasures 
East, then down again. Get more stuff to 
the East, then return West. Skip the first 
rope, go down the second to the surface, 
then go East. Use the moving platform to 
get across the chasm. Be wary of the 
enemies there. You may have to Pogo 
them while still on the Platform. 

Gizmo will come and blast the wall for you. Jump down 
the pit and head West. You'll come to Boss Rat. 


Moon Pogo. Get the Hidden Treasure. 
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Himalayas. Brrrr. 
It’s cold here in the 
Himalayas. But not 
to worry. Scrooge is 
=| up to it. Just don’t 
After Gizmo blasts the wall, try to Pogo in the Beat Boss Rat. 
snow. No. Head East from the beginning. Get treasures and look 
out for snow bunnies and hopping mountain goats. Go past the 
first rope and all the way to a cliff going up. There’s a chest there 
and a depression in the snow. Get 
the chest, then jump into the 
2% | depression. It’s a secret entrance. & fa 
At the first landing, get the 
diamonds in chests on the East 
wall, but don’t leave yet. Jump over by the 
West wall for a surprise—yes, a duck doll. 
Slide down the rope and fall to the next landing. Launchpad is 
there, but you’re not ready to return yet, 
are you? But remember where he is. You'll 
be back. 

Head down the rope again, and go 
West. Pass the spiders and you'll meet a 
nephew with a clue. Continue West, and 
watch for falling icicles. Release Bubba to get something 
special—another hit point. 

Back to Launchpad, head West. Be 
careful on the ice. Make it over the chasm 
and on past all the spiders. On the ledge, you 
have to get down to the edge of the hole and 
jump from there. Other- 
wise either the spider or 
the icicles will get you. 

When you reach the ice hockey player, 
Pogo him or whack the ice block into him. 
Then jump up and climb the rope. Duck (pun 
intended) into the 
first alcove, let the 
giant snowball fall past. Then continue 
upward. At the top of the rope, Pogo 
over the Beagle Boy and land on the top 
of the screen to find a secret room. 
Whack the block out of your way, 
collect your treasure, and return. 
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Go East now, crossing the chasm using the moving platform 
and the floating snow platforms. At the end you'll find the 
Abominable Snowman. Avoid his 
snowballs and Pogo him five times. 
Take the treasure and return to the 
Control Room. 


Count Duckula. Now that you've 
finished getting all the treasures, 
there’s one more obstacle you'll face. 
It’s Count Duckula. He stole all your 
treasures and now he’s hiding somewhere in Transylvania. 

Head East in Transylvania and up the first rope. Then East 
again to the next rope. Go through the false wall to the room 
with two mirrors and once again take the right mirror. Head 
directly West to find the Count. Fighting the Count is a tricky 
proposition. You have to wait until he sends out a bat, then Pogo 
onto the bat and from there onto the Count himself (who never 
comes near the ground). It’s not that hard to do, but it takes 


Get in position, then Pogo from the bat to the Count. 


practice. Time your jumps so you land on the 
bat as it comes toward you. Then it’s easy to 
land on Duckula. 

When you beat 
Duckula, you get your 
treasure back. Well, not 
exactly. Better move fast or someone else 
might get it... 


SHH.. THE SECRETS 


Well, we already told you where to find all f 
the hidden stuff, and there aren't any secret eee 


codes that we know about. So that’s it. It's a race! 


uwag 
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Legend of Zelda 


Distributor: Nintendo 
Game Type: Action Role-Playing 


WHAT’S GOING ON? 


I wouldn’t want to be a Princess in the land of Nintendo. 
You're always getting kidnapped. If I were a king, I'd have 
only sons. Anyway, the problem in Hyrule is that Ganon, the 
Evil One, has stolen the Power of the mysterious Triforce. This 
golden triangle is the key to the power of the kingdom and 
someone has to get it back. 

Princess Zelda divided the other part of the Triforce, the 
Wisdom of the Triforce, into eight pieces and hid them, but 
Ganon proceeded to kidnap the princess. Now the situation has 
reached its usual dismal state, and you step in as the hero, Link. 


WHO ARE YOU? 


Young Link. That’s you. Can you find the eight pieces of the 
Wisdom of the Triforce that Zelda hid, defeat the evil Ganon, 
and save the princess? 


PLAYERS 

One player can play this game at a time, though there are three 
save positions. So up to three different people can share the 
game. The trouble is, once you start playing, you don’t want 
anyone else to have a turn. It’s too much fun. 
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SCORING 


There’s no real scoring in this game, but you can measure your 
progress by which objects you get and by how many hearts 
you have. 


LIVES AND HOW TO LOSE THEM 


You have one life, and you lose it whenever all your hearts go 
white. Each time you are hit, some of the color comes off your 
hearts (depending on the strength of your enemy). Some of the 
items you'll obtain during your quest can protect you from your 
enemies. Also, you'll gain Heart Containers during the game. 
These increase the number of hearts you have and therefore the 
amount of damage you can sustain before dying. 

There are no real traps in this game. Nothing that can kill 
you unexpectedly (like false floors or spiked ceilings). However 
there are plenty of enemies, and some of them can end your fun 
pretty fast. 


CONTINUES 


The Legend of Zelda includes a battery save system, so you can 
save your game for up to five years. Each time your character 
dies, you have the opportunity to save the game or continue. If 
you are in a dungeon, you'll continue from that dungeon until 
you leave it or actually save and turn off the game. On the other 
hand, if you are on the surface, you'll start from where you left 
off every time you continue. 


CONTROLS 


Directional Movement Pause 


View Subscreen Use Sword 
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WEAPONS 


Link’s main weapon is a Sword. When Link has all his hearts, he 
can shoot fireballs from the end of his sword. There are three 
swords in the game—the Wooden Sword, the White Sword, 
and the Magic Sword. Link has to earn each sword by finding 
Heart Containers to increase his number of hearts. 

The Boomerang is Link’s second most useful weapon. You'll 
learn lots of Boomerang tricks in the Strategy Session. Of the 
two Boomerangs in the game, the Magic Boomerang will travel 
farther than the Wooden Boomerang. 

Link finds a Bow in one of the dungeons and buys Arrows 
in shops. He'll also find the magical Silver Arrow, which has 
special properties. Each arrow Link shoots costs him a Rupy. 

To find shortcuts inside and outside the dungeons, Link 
uses Bombs. Bombs are also the only weapon that can kill 
Dodongo, one of Link’s powerful enemies. Bombs have several 
uses-especially blowing holes in walls and rocks. 

The Blue and Red Candles are important items. Not only 
do they light up dark places, but they can burn special trees or 
bushes to reveal secret passages. 

The Magic Wand is a powerful weapon that delivers a 
magic spell to blast enemies away. Once Link finds the Magic 
Book, the Wand becomes even more powerful. 


ARMOR 


Link also wears different kinds of protection from his enemies. 
He starts out with a Plain Shield, but he soon will purchase a 
Magic Shield that gives much better protection. This shield can 
block the shots of many of Link’s enemies, but only when he’s 
not using his sword. If he’s swinging his sword, the shield is 
down and he’s vulnerable. 

Link can also get a Blue Ring, which reduces damage from 
Link’s enemies to half of what it was. Later, he'll find the Red 
Ring, which reduces damage to a quarter. 


SPECIAL ITEMS 


Link must find several additional items, including Money 
Crystals, Keys, Hearts and Fairies to recharge, and several other 
items. You'll learn about them during the Strategy Session. 


FRIENDS 

Link has only a few friends in the world. However, there are 

some characters who will give him advice, or, even better, sell 
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him Medicine or give him a new sword. There are also some 
secret places where Link can gamble and maybe make some 
extra cash. And then there are the Fairies, sometimes Link’s best 
friends of all... 


ENEMIES 


There are plenty of minor enemies that Link will face in his 
adventure. Some are found only in the Overworld while others 
are found in the mazes. Then there are the special creatures of 
exceptional power that guard the pieces of the Triforce. Some 
creatures live in the Overworld while others inhabit the 
dungeons. You'll learn how to deal with the important creatures 
in the Strategy Session. 

Also look for traps which close when you pass by them. 
Traps are easy to get past. Just step in and spring the trap, then 
step back before it closes on you. While the trap resets, you can 
dash on by. 

Stone statues sometimes shoot at you in dungeon rooms. 
The Magic Shield can block their shots, but the statues can be 
very annoying. 

Then there are the Bubbles. Bubbles don’t really hurt you, 
but you can’t hurt them either. If they hit you, they bump you 
around. Most of the time, this is just a minor frustration, but if 
there are Like Likes in the room, they may bump you right 
into their clutches. (Hint: In the second quest, the Bubbles are 
much worse.) 


STRATEGY SESSION 


General Strategies 


There are tons of secrets in 
the Legend of Zelda. Here’s a 
way to shred this game fast. 
You'll need to get good at 
maneuvering Link around in 
close quarters, but that’s 
about the only real skill 
you'll need to develop. Also, 
you need to understand your 
enemies—their strengths and 
their weaknesses. 

Find the Leader. In some 
rooms in the mazes, one 
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The Overworld-Part 


character is the Leader. Killing that character will clear the room 
in a hurry. This is true of Keeses and Goriyas, and some other 
creatures. 

Get the Watch. When you find the Watch, pick it up to freeze 
all the other characters in the room. Take your time defeating 
them, or run right through them to get to the next place. 

Clear all rooms in the dungeons. If you clear a room, you'll 
often find a treasure or other item. However, once you clear the 
room, the treasure won’t reappear. Some doors only open after a 
room has been cleared. 

Leave one enemy. If you have 
already cleared a room in the maze 
and you know you'll have to come 
back through it again, leave one 
enemy alive. That way, when you 
come back, there will be only one 
waiting for you. If you kill them all, 
they'll all be back when you return. 

> - This is true of ordinary monsters. 
Get the leader, and poof! There are always enough keys. If you 
An empty room. find a locked door in a maze, you can 
be sure there’s a key to take care of it. You shouldn't have to buy 
any keys, although they are for sale in some shops. 
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SRP t ere sete fer) 
The Overworld-Part 2 


Look before you leap. Whenever you enter a new and 
unfamiliar screen, pause just at the edge to get a look. You're 
safe if you don’t venture all the way in. This is true both on the 
Overworld and in the dungeons. You'll avoid many traps and 
other surprises this way. 

The Overworld is basically divided into eight sections, each one 
containing 16 screens. We've created a grid map of the Overworld, 
dividing each section into a rectangle. For instance, the Northwest 
area of the map is Section A. The next area to the East is Section B, 
and so forth. The area you start the game in is Section F, screen 16, 
which we'll refer to as F16. So you begin the game in screen F16. 

Likewise, the Underworld dungeons are made up of rooms, each of 
which is a screen on your TV. For each maze, we print a grid with each 
room numbered. You can follow the numbers to find the rooms you 
want most easily. 

Before you start the first maze, go 
into the cave in the area where you 
start the game (F16) and get the 
Wooden Sword. It isn’t much, but it’s 
all yours. Now practice shooting 
Tektites and Octoroks. Save up any 
money you gain until you have at least Stop Watch! 
60 Rupees. 
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You'll learn here how to use the sword from a distance. 
Remember, your shield can block the shots from the Octoroks, 
but only when you’re not swinging the sword. Be careful. Try 
staying close to the beginning area, but looping around to 
different screens. Try to stay on the screens that have Octoroks 
and Tektites, though. You're not ready for the other enemies yet. 

You'll find a shop one screen North and one screen West of 
the beginning (in area F11). Go in the entrance at the top and 
you'll find some items for sale. Purchase the Blue Candle. Now 
you can burn the bushes—if you know which ones to burn. 

If you want, you can go to the first dungeon now. To find it, 
head East from the shop two screens (to area G9) and then go 
North until you reach the long bridge leading West. Watch out 
for Leevers that appear suddenly from the ground. Also don’t 
get shot by the Zola who waits in the water to catch you 
unaware. You can cross the bridge to get to the first dungeon, 
but why not go out and get something that will help you in your 
battles to come? Remember this place, then go back South and 
West into area F4. Press Start to view the subscreen. Select the 
Blue Candle and press Start again to return to the Overworld. 
Now burn the fourth bush from the right edge of the screen (and 
don’t get shot by the Zola while 
you're doing it). If you miss the bush 
on your first shot, leave the screen 
and come back. The Blue Candle can 
only shoot once in each screen. 

When you burn the right bush, 
you'll see a secret stairway. Go down 
the stairs and you'll see a gift. You 
can choose either the Water of Life or 
a Heart Container. Take the Heart 
Container. It’s the rarest of gifts. Now 
return the way you came to the long 
bridge and head West to the island in 
the lake. This is area F2 on the grid. 
Enter the doorway to begin Level 1. 


Level 1 


This is certainly the easiest level of Zelda, and you shouldn’t 
have much trouble with it. However, you'll get some very 
important items here, plus a piece of the Triforce and another 
Heart Container, so let’s go. Also, you should be able to save up 
some Rupees. You'll need a lot of Rupees for the next items on 
your shopping list—the Magic Shield and the Blue Ring. 
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Just inside the maze, 
you'll see doorways 
leading in all directions. 
Take the doorway East, 
which leads to Room 3, 
and kill all the Stalfos 
there to obtain a key. Go 
back the way you came 
and take the West door. 
The Keeses are easy. If 
you defeat all of them, 
they'll leave another key. 
Often you have to beat 
all the enemies in a room to find whatever item they're hiding. 
Go back out the way you came again and go North. 

Use the key to open the door to Room 4. Stalfos are easy, 
and they often give you Rupees or Hearts. Continue North to 
Room 6 where you'll get another key. 

In Room 7 you'll get a Compass. Kill the Keeses in there and 
get the Compass. It shows you - 
where the Triforce is. As soon as 
you pick it up, you'll see a 
pulsating glow appear in the 
information area of the screen. Go 
back through Room 6 and West to 
Room 5. As soon as you enter, the | 
door slams shut behind you. 

Now use another key to open z 
the door to Room 9. See ‘that doar Kill the bats to open the door. 
to the West? It leads to Room 8. First kill the Zols, then try 
opening it. Hmm. Your key doesn’t work. There's a trick in this 
room, and it’s one used often in this game. Try moving the rock 
in the middle of the room. Yes! It works. 

In Room 8, get a clue, then backtrack and enter Room 10. 
That thing you see that looks like a piece of pie is really the Map. 
Get it and you'll see what this dungeon look like. 

Use your last key to open the door to Room 11. Here you'll 
face your first tough battle. The Goriyas are strong and take 
several hits. They also throw boomerangs at you. However, if 
you can defeat them, you'll get a very special prize. It’s easiest to 
win with all your hearts so you can use the sword from a 
distance. Don’t worry if you get killed, though. You'll start again 
at the beginning of the maze with three full hearts, and all the 


Level 1 
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doors you opened 
with your keys will 
remain open. Just 
come directly back 
to this room (getting 
a heart along the 
way to charge you 
up) and blast the 
Goriyas from a dis- 
tance. Collect the 
Wooden Boomerang 
as a prize. 

Press Start to 
view the subscreen The Subscreen. 
and switch to the Boomerang. Notice that the rooms you've 
visited appear on the Map in the subscreen. That’s the best way 
to keep track of where you've been. Using the Map you found in 
the maze, compare it to the map in the subscreen. When you're 
ready, head for the Triforce in the room the Compass shows you. 

However, before trying to get the Triforce, let's explore the 
rest of this maze. Go back to Room 10 and go North into Room 
13. Now you can learn to use the Boomerang. It can stun most 
enemies so they're easier to get with the sword. Also, when they 
leave something behind, use the Boomerang to get it. You don’t 
have to chase items anymore. Get the key from the Stalfos and 
continue North. More Goriyas... Get the key from them and 
head West into Room 16. 

As you enter Room 16, move quickly forward. The traps 
will try to close on you. You need to cross over to the other 
side of the rocks to push on the one opposite the entrance. To 
do that, move toward the traps on the North or South walls 
until they start to close, then move back. As the trap resets, 
duck around the rocks quickly, then 
push up or down on the left-hand 
rock. Go down the stairs and don’t let 
the Keeses get you. Use the Boom- 
erang or the sword on them. Down in 
this basement you'll find another 
treasure—the Bow. Remember, each 
dungeon has at least one special item 
hidden somewhere. 

Now you're ready to get the Triforce, right? Well, you want 
to head for Room 12 and then on from there. If you get killed on 
the way, try this shortcut. Go to Room 7 and put a Bomb right 
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on the North wall. It will blast a tunnel that will make it easier to 
get past the Goriyas in Room 11. 

When you enter Room 12, look out for the Wall Masters. 
These ghostly hands will grab you and send you back to the 

= beginning of the maze. Stay away from the 

walls. You can shoot them, but be sure they're 
all gone before taking any chances. There 
- sd} should be eight of them. Flush them out by 
running next to the wall until they appear, then duck back and 
use the sword. The Boomerang will stun them momentarily. 

Notice the sound of breathing? Eerie, isn’t it. That means 
you're close to the guardian of the Triforce. Use the key from 
Room 12 to Room 14 to the North. If you have all your hearts, 
shoot Aquamentus from a distance while dodging his shots. 
Shoot him in the head. If you get hurt, charge forward and blast 
him with the sword as fast as you can. He's really pretty easy to 
kill. Collect a Heart Container and then go to Room 15 to get the 
first part of the Triforce. 

That takes you through Level 1 in detail. For the other mazes, 
we'll tell you some of the important places, but not in so much detail. 


Boomerang Tricks 
The Boomerang is one of the most useful items in this game. 
Learn to use it effectively, and you'll have an easier time. 


1. Stun your enemies. When they are stunned, you can 
use your sword to finish them off. You can also run 
right through them while they are still stunned and 
they can’t harm you. Some enemies aren't affected by 
the Boomerang. Others, like the Keeses and the Zols are 
killed outright. 

2. Collect faraway items. When you kill an enemy from 
a distance, use the Boomerang to collect Rupees, 
Hearts, Bombs, or even Fairies that they leave behind. 
3. Use the angles. Throw the Boomerang and then move 
to the side to make it travel a curving path. In this way, 
you can often hit several enemies with one throw. 


Charging Up in Zelda 

When you finish Level 1, you should have some Rupees saved, 
but you probably don’t have 250 of them already. You can go 
back to Level 1 and fight the Stalfos for more money, or you can 
go to the area two screens East of the beginning of the game (in 
areas G14 and G15) and fight the Tektites. They are always good 


131 


Nintendo Games Secrets 


for a crystal or five. Use the Boomerang to stun them and the 
sword to finish the job. 

There are also several places where you can find money for 
free. Since you're on the fast track through Zelda, you'll also 
want to go to C3 to get the White Sword. To get to C3 is a 
hazardous journey, but you can do it. From the bridge leading to 
Level 1, go North, then West. Now go North again. Head East 
and watch out for the boulders. Just keep going as fast as you 
can and they should miss you. When you get to the Waterfall, 
climb the stairs. The Blue Lynel there is very tough. You'll have 
to hit him many times to defeat him. Use the Boomerang to stun 
him. That will help. To get the White Sword, you must have at 
least five hearts. But once you have the White Sword, it will be 
much easier to fight your enemies. 

Speaking of hearts, there’s another Heart Container. Make 
your way to area D9 and bomb the right side of the rock there. 
You can get there after you have the White Sword by going East 
two screens and South one screen from the waterfall. 
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There are two good treasure loops where you can keep 
going and collecting Rupees. One I call Bomb Alley because you 
also get a lot of Bombs. Look through E8, E7, E6, E10, E11, E15, 
E16, and E12 in the Dead Forest. There’s a Fairy just North of E6, 
if you need a recharge. Also, burn a tree in E11 for an extra 100 
Rupees. Burn another tree in E6 for some more money (and 
another in F7 and still one more in G1). 

The other treasure loop takes you through G13, G14, G15, 
G16, G12, G11, G10, G9, and on around again to G13. You'll get 
lots of Rupees from the Tektites in G14 and G15 as well as the 
Leevers in G16. Also collect Bombs in G12. The nearest Fairy is 
in C14, though. 


Bomb Alley! 
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Once you have gathered 250 Rupees, go from E8 to E9, then 
head North to area B13. You'll see two rows of Armos. If you 
touch them, they'll come to life and attack you. However, one of 
the Armos hides a secret. First take care of the Leevers in the 
area so they can’t bother you later, then lightly touch the middle 
Armos in the top row to reveal a secret cave. Get out of the way 
quickly, then either kill the Armos or just run down the stairs. 
Inside you'll find one of the very special items—the Blue Ring. 

In area D14 and again in G3, the right-hand Armos also 
hide secret caves. Use caution with them, though. 

At this point, you may want to 
go through Level 2. But first, save 
up 90 Rupees to get the Magic 
Shield by burning a tree in H2, but 
you'll have to take a Northern or a 
Southern route to get to it. Try 
heading East from G16 until you aaas - 
reach a corner, then go North. Head West two screens at the first 
chance, then go North two screens. Now burn the bush at the 4 
o'clock position in the circle of bushes. 

It was no accident that I suggested getting the Magic Shield 
here. You could have gotten it by burning the corner bush in F3 
or bombing at the top of the screen in B11. But from here, all you 
have to do is head West one screen, then North up the stairs to 
find the entrance to Level 2 (in D13). 


Level 2 


In this level, you'll meet more Goriyas, including the more 
fearsome Blue Goriyas. You'll also meet one of our favorite 
enemies, the Ropes. These dopey 
creatures charge right at you and are 
easy to destroy. You'll also meet one 
of the tricky creatures, the Dodongo, 
and the Moldorms. 

We're not going to take you all the 
way through every step of this level, 
but we will tell you where to find 
things. The Compass is in Room 6, 
and the Map is in Room 8. Keys are in 
Rooms 2, 3, 9, and 11. In Room 10 
you'll meet the Blue Goriyas as well 
as some fireball shooters in the 
corners of the room. However, the 
Goriyas hide a very useful item—the 
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Magic Boomerang. Clear the room and get that. It’s much better 
than the wooden one. 

There are some rooms you can bomb to make tunnels (for 
instance between Rooms 8 and 10 and 12), but it isn’t necessary. 
You may want to save your bombs, anyway. 

The only difficult section of this maze is the last room before 
the Triforce. You'll have to kill Dodongo, and he’s pretty tough. 
Your sword has no effect, however 
Dodongo does have a weakness. He 
doesn’t like bombs. The best way to 
kill him is to drop a Bomb next to 
him. When it explodes, he’ll be 
stunned. Run up and stab him before 
he can move again. The less efficient 
way to kill Dodongo is to make him 

soe swallow two bombs in a row. Once 
How to Kill Dodongo. you get past Dodongo, collect 
another Heart Container and go into Room 17 to get the second 
piece of the Triforce. 


Overworld 


You probably won't need it yet, but you can get the Water of Life 
now. It’s good to carry it with you in the mazes so you can 
recharge all your hearts if you get in trouble. As you gain more 
Heart Containers, you'll want to be able to charge up 
sometimes. You buy the Water of Life (which we prefer to call 
Medicine) from the Old Lady, but she won't sell it to you unless 
you've been properly introduced. Go get the Letter from the Old 
Man in area D3. From Level 2, go East, then North three screens, 
then East again. Find the cave at the top of the stairs. 

> To get the Water of Life, go to area 
| G4 or G13 and burn a bush, or go to 
2 the cave in F11. Show the Old Lady the 
j| Letter, and she’ll sell you Medicine. 
3} Buy the Red Medicine for 68 Rupees. 
7 Now go to area F13 and enter Level 3. 


Level 3 


Level 3 is bigger than the other levels you've seen so far, and 
tougher. You'll meet your first Darknuts in Rooms 3, 5, 7, and 8 
as well as a giant enemy Manhandlas. Find keys in Rooms 1, 4, 
10, 12, 16, and 17. Find the Compass in Room 6 and the Map in 
Room 13. Find stairs in Room 3 and get the Raft. Watch for traps 
in Rooms 6, 13, and 15. Push the rock in Room 15 to open the 
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door, then get a belated clue 
about the White Sword. 

To beat Darknuts, don’t get 
in front of them. Stab them from 
the side or from the back. You 
have to move quickly to keep 
out of their way. Of course, if 
you have all your hearts, stand 
as far away as possible and try 
to pick them off by shooting 
across the room. With plenty of 
bombs, get a bunch of Darknuts 
to converge on one, to do a lot of damage. But bombs aren't 
always easy to come by. Darknuts are one of the toughest 
enemies you'll face, and they require very good control of Link. 

By the way, if you want to take a shortcut meses 
from Room 13 to room 14, use a bomb. 
However, you'll need your bombs in that 
room. To kill Manhandlas, try to place a bomb 
right in his center by anticipating where he’s 
going. If you don’t get a perfect hit, you can 
still take pieces of the monster with each blast. 
Collect another Heart Container and Triforce. 


Overworld 


Time to collect another Heart Container. Go to 
area D16 where you'll find a small wooden 
pier. Walk onto it and keep going. You'll come 
to a cave where you get another Heart 
Container. Then go to area F6 and ride the raft 
again, this time to the entrance to Level 4. 


Level 4 


You'll meet some new enemies here. Manhandlas is back, but 
the boss in this maze is a two-headed Gleeok. The Compass is in 
Room 4 and the Map is in Room 12. Find keys in Rooms 6, 7, 
and 18. Also fight Vires and Gels. Vires split into two Keeses 
when you hit them with the sword. Use the Boomerang to kill 
Kleeses while you continue to use the sword on the Vires. 

Room 4 is one of many dark rooms you'll encounter. Use the 
Blue Candle to light up the room, but don’t forget to switch back 
to the Boomerang. 

You'll find Like Likes in Room 10. Don’t get caught by them 
or they'll eat your Magic Shield. If you do get caught, stab as 
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fast as you can and you may escape 
before losing the shield. Use the 
Boomerang to stun them before you 
approach, and keep them stunned 
while you use the sword. Be careful 
of the Bubbles. They won’t hurt you, 
but they can push you into an enemy, 
so don’t be careless. When you clear 
the room of all but the Bubbles, push 
on a rock to open the basement 
where the Step-Ladder is hidden. 

Now you can use the Step- 
Ladder to step over narrow water- 
ways. You can also use it as a safe 
place to stand and attack in certain 
rooms. You'll see where. 

Now go back to Room 8 and use the Step-Ladder to cross 
the water and enter the door leading to Room 11. From there, 
you can go to Room 12 and get the Map. Bomb North from 
Room 12 to find a secret money room. For a shortcut, you can 
bomb from the Money Room into Room 16 where you'll meet 
Gleeok. However, you'll skip some rooms that way. You may 
want to explore them now or later. 

Kill Gleeok by hitting him in his 
heads with the sword. Be careful, 
though. The first head will start to float 
around after you hit it a few times. 
Don’t get surprised by it. Defeat 
Gleeok to get another Heart Container 
and another piece of the Triforce in the 
next room. 


Overworld 


At this point, go to area B9. Touch an Armos there to find the 
Power Bracelet. You'll use this to move rocks in the Overworld. 
If you feel lucky, go to D8 and gamble some Rupees. 

Time to use the Bracelet now. Go West, then South, then 
North up the stairs to the West side of area D6. pr he 
Push the rock there to reveal a stairway. This is > at 
the first secret shortcut area. Use the shortcuts 
whenever you want from now on. In fact, it 
would be a good idea to use them now and try 
all the combinations so you know which stair 
leads to which place. 
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When you're finished Choose any path you want. 
experimenting, take the stairs z 

that lead you to area G2 (right 
below the Fairy), and then go 
to the store in G3. Buy some 
arrows for 80 Rupees. Oh, and 
get the Heart Container in 
area G8 by using the Step- 
Ladder. Then go to area C4 (which is one 

screen East of the waterfall), and up the 

stairs four times. It will seem as if you're getting nowhere, but 
after the fourth time, you'll reach the entrance to Level 5. 


Level 5 


The Compass is in Room 13 and the 
Map is in Room 10. Keys are in 
Rooms 2, 5, 7, 16, 17, and 20. You'll 
meet Darknuts, Dodongos (in 
Room 8), lots of Gibdos, and some 
Pols Voices. Use arrows on the Pols 
Voices, even though each shot costs 
a Rupy. If you can line up several 
Voices, one arrow will kill them all. 
The guardian is Digdogger. 

Bomb from Room 4 to Room 3 
where you'll meet some tough Blue 
Darknuts. However, it’s worth it 
because you'll find a secret shortcut 
that takes you to Room 23. In Room 
22, find the Whistle. 

In Room 15 you'll find Digdogger. If you got the clue, you 
know that he’s sensitive to sound, so blow the Whistle and see 
him shrink. Use the sword to finish him and collect another 
Heart Container and Triforce. 


Overworld 


Now it’s time to cross the Overworld again. Go South from 
Level 5, then go West. Use a shortcut if you want, but you need 
to go through the Lost Woods. Starting from E11, go East into 
the Lost Woods, then go North, West, South, and West. 

Once you’re through the Lost Woods, go North to the 
Graveyard. You should have at least 12 hearts by now. Go to 
area A10 and touch a tombstone there to reveal a secret passage. 
Get the Magic Sword from the Old Man. Now go to Area 11 and 
the entrance to Level 6. 
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Level 6 

rarer] Level 6 is a large and difficult 
dungeon. You'll meet one of your 
most challenging enemies—the 
Wizzrobes. These magicians can 
really cause you lots of trouble. 
Although you can block their 
magic with the Magic Shield, the 
Red Wizzrobes tend to disappear and reappear suddenly. Look 
out for them. Wizzrobes also like to surround you, giving you 
no way to escape but to 
fight your way through 
them. In some rooms, the 
Wizzrobes team up with 
the Like Likes to make 
your life even more 
miserable—and short. If 
you lose the Magic Shield 
against the Wizzrobes, 
you've got problems. 

Find the Compass in 
Room 4 and the Map in 
13. Find keys in Rooms 3, 
6, 9, 15, 18, and 19. 

Clear the room and 
move a rock to open 
doors in Room 8. In Room 12 you'll face a three-headed Gleeok, 
and in Room 22 you'll find the basement that hides the Magic 
Wand. Use the Wand to shoot magic at your enemies. 

In Room 10 you'll find a shortcut that leads to Room 21. 
From there, make your way to Room 20 where you'll meet 
Gohmas. Shoot him with an arrow when his eye is open and 
he'll be looking for new work. Collect your usual treasures and 
return to the light of day. 


Using the Whistle in the Overworld. When you blow the 
Whistle in the Overworld, a magic tornado appears and carries 
you away if you don’t avoid it. This tornado can be very 
useful. It will carry you from one dungeon level entrance to 
another, depending on the direction you're facing when it 
catches you. If you face up or to the right, it takes you to the 
next level in sequence. For instance, if you start from Level 6 
and blow the Whistle while facing up or to the right, the 
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tornado will carry you to Level 7. Face down or to the left to go 
to the previous level. 


Overworld 

Before you enter Level 7, go to one of the stores 
you've been to before and buy Bait. Then find 
your way to the pool in E3 and blow the 
Whistle to reveal the entrance to Level 7. 


Level 7 


This is another large level, though perhaps not as hard as the 
last. The Compass is in Room 12 and the Map is in Room 23. The 
main trick to getting through this level is to know where and 
when to bomb. You'll encounter many big enemies here, 
including Digdogger, Dodongo, and Aquamentus. 

You'll need to bomb in several places. For instance, bomb 
between Rooms 5 and 11. Experiment to find other places to 
bomb. Get the Red Candle in Room 25 (in the basement). Now 
you can fire the flame as 
many times as you want 
without leaving the 
screen to recharge. 

I think the guy in 
Room 19 is hungry. His 
stomach is growling. I’m 
sure you can figure out 
what to do. 

Watch out for Wall 
Masters in Room 33. 
Also, take a shortcut 
between Rooms 33 and 
20. Bomb from Room 20 
to Room 21 and fight 
Aquamentus to collect 
another Heart Container. A single arrow to the head is all you 
need. Then get the Triforce and return to the Overworld. 


Overworld 


Be sure you have Medicine with you. You 
should always have a red bottle from 
now on when you enter the mazes. Now 
head for area H10 and burn a bush there 
to find Level 8. 
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Level 8 

Find the Compass in Room 9 and the Map in Room 20. Get the 
Magic Book in Room 1. The Magic Book makes the Magic Wand 
shoot flames. Now it’s even more useful. In Room 23 you'll find 
the Magic Key. Now you don’t need to worry about keys 
anymore. The Magic Key will 
open any door. 

You'll find Manhandla in 
Rooms 2, 5, and 20. Gohmas is in 
Rooms 12 and 22. Darknuts are 
all over the place, too. There’s a 
shortcut that leads from Room 
18 to Room 11. You can find keys 
in many rooms, but you 
shouldn’t need too many. Bomb 
from Room 5 to Room 8 and in 
several other places. 

The guardian of this level is 
a four-headed Gleeok! You 
might want to use the Water of 
Life to recharge your sword and shoot as much as possible from 
a distance. Beat Gleeok to get the usual stuff. 


Overworld 


You're ready now. Can you feel it? Somewhere Ganon’s heart 
beats just a little faster as he knows you're coming. You have all 
but one of the pieces of the Triforce, so now it's time to find 
Ganon’s lair in Death Mountain. If you were paying attention, 
you know that Level 9 is in the Spectacle Rock in area B2. Buy 
some Medicine before you go in a cave in B1. Then bomb one of 
the two rocks to find the entrance. 


Level 9 


This dungeon is huge. Be ready for several major battles just 
getting to Ganon, let alone what you'll face when you find him. 
You still need to find two very important items—the Red Ring 
and the Silver Arrow. You'll find a map in Room 42 and the 
Compass in Room 32 (which is the right “eye”). 

This dungeon makes all the others look pretty wimpy. Be 
ready for some confusion. You'll have to use bombs, but even 
more, you'll have to take a lot of shortcuts between rooms. We're 
not going to tell you the whole story, but our map will tell you 
where the shortcuts are. To read the map, follow the letters. For 
instance, a shortcut labelled “A” leads to the room with the “a." 
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Level 9 


You'll find the Red Ring in Room 58 and the Silver Arrow in 
Room 43. You'll meet lots of Patras and Moldorms. Watch out 
for the Blue Moldorms. They move very fast. 

Ganon is just below one of the eyes. You must fight him 
when he becomes visible. Dodge or block his missiles, and when 
he becomes visible, stab him as fast as you can. Eventually he'll 
turn red. Then fire a Silver 
Arrow to finish him off. It 
helps to have Medicine ready 
when you go against Ganon. 

Once you beat Ganon, you 
can save the Princess in the 
room above him and win her 
undying gratitude. Then get 
ready for the Second Quest. 
That’s right, there’s another 
whole quest you can play. It’s 
harder and things are moved 
around. If you had fun playing this quest, give it a try. 

We'll take you through the second quest of the Legend of 
Zelda in our next book of Nintendo Games Secrets. 


SHH... THE SECRETS 


Well, we've told you most of the secrets in this game already, but 
here’s some additional information: 
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In Level 5, there’s a secret place. Pay 100 Rupees and you'll 
be able to carry 12 bombs instead of only 8. 

Get the extra bomb ability in 
Level 5, then, in Level 7 pay 
another 100 Rupees and you can 
carry 16 bombs. You'll appreciate 
those extras in the end. 

Here’s a trick you can do in 
the Graveyard. First, stab the 

— guardian Ghini until he’s one stab 

away from dying (if a ghost can die). Then touch all the 
gravestones to release the other Ghinis. OK. So far so good, but 
now what do you do? Stab the first m= - 
Ghini one more time. How do you 
know which one he is, though? Ah... 
that’s a good one. He’s the only one 
who travels in straight lines. The 
others move diagonally. Once you | 
stab the leader, all the other Ghinis | 
disappear. It’s fun, and you can 
collect money and hearts this way. 

To get rid of Digdogger fast, use 
the Whistle to make him split into 
three small Digdoggers (Digpuppies?) 
then kill one of them. Now leave the 
room, and when you return, the other 
two should be gone. 

To start the Legend of Zelda on the Second Quest without 
finishing the first one, type ZELDA as your name on the 
registration screen. 
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Maniac Mansion 


Distributor: Jaleco 
Game Type: Graphic Adventure 


WHAT’S GOING ON? 


When the meteor crashed into Dr. Fred’s backyard twenty years 
ago, no one thought too much of it. Weird events and Dr. Fred 
seemed to attract each other. But now Sandy, the local college’s 
best cheerleader, is missing. Dave, Sandy’s boyfriend, thinks 
that the Maniac Mansion is where she is. So with the help of his 
friends, Dave is determined to find Sandy! 


WHO ARE YOU? 


During the game, you control three characters—Dave and two 
others of your choosing. There are six choices: 


Razor: The leader of the rock group “Razor and the 
Scummettes.” Don’t look for her in the Top Ten. 
Bernard: Definition of the word “nerd.” He’s good at 
fixing things, though. 

Syd: This rocker wants to start his own band. Maybe 
there’s someone in the Mansion he can team up with. 
Wendy: She’s a writer who's waiting for her big break. 
Jeff: Jeff lives to surf and surfs to live. Strangely enough, 
he can fix telephones! 

Michael: A photographer for the college newspaper. He 
will find some interesting photo subjects in the Mansion! 
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Not only do your friends look very different, but the friends you 
choose also affect how the various puzzles in the game can be 
solved. This gives you a lot of different ways to play the game. 


PLAYERS 


Only one person can look for Sandy at a time, but everyone can 
see why you're looking for her—hubba hubba! 


SCORING 


There aren't points in this game; what you're trying to do is 
solve various puzzles throughout the mansion. The ultimate 
goal is to find and rescue Sandy—easier said than done! 


LIVES AND HOW TO LOSE THEM 

Each kid, while having only one “life,” is practically never in 
danger of being killed by any of the various odd occupants of 
the mansion. In fact, you have to do some pretty dumb things to 
get killed! So explore as much as you can—there’s (almost) 
nothing to worry about. 


CONTINUES 

You can save the game at just about any time. There’s only one 
saved game allowed, though, so don’t save too frequently—or 
else you might save in a very bad position. You can also start a 
new game if you feel like you don’t have a chance. 


CONTROLS 


On the bottom of the screen is the Sentence Line. Use this to 
create commands for your characters. First, move the cursor to 


Select Command or Object 


Toggle Get, Use, Open, 
gal Goto comments 


144 


Maniac Mansion 


a verb on the Sentence Line (Push, for example) and press A. Or 
use the Select key to switch between Get, Use, Open and Go To. 
The verb appears on the screen. Then you move the cursor to the 
object on the screen you want to push (say, a door) and press A 
again. Now you'll see the complete sentence (Push door), and 
your character will walk over to the door and push it. You'll use 
twelve commands to form simple sentences: 


Push—Obvious. 

Pull—Even more obvious. 

Give—Use this to give objects to other characters. You'll 
have to give objects to people fairly often, especially 
toward the end of the game. 

Open—Opens anything that can be opened. 

Close—The opposite of Open. 

Go To—This is the default verb, and it’s used to move to 
objects or locations. 

Get—Pick up anything that isn’t bolted down! 

Use—If an object can be used in any way besides Open, 
Close, or Read, this command will use it. 

Read—If you have something legible, this command 
will tell you what it says! 

New Kid—Switches to another character. 

Turn On—Use this command for anything that can be 
switched on and off. 

Turn Off—The opposite of Turn On. 


WEAPONS 
Not a one. Peaceful solutions are the rule here. Anyway, your 
brains are your most powerful weapon (and you'll need them 
for this game). 


SPECIAL ITEMS 

You'll find goodies all over the place. Each of them has a specific 
purpose in a specific location. So when you get something, save 
the game and start playing with it wherever and however you 
can until you figure out what it’s needed for. 


FRIENDS 


There are two people in the game whose help you'll need, but 
whose trust you'll need to earn: Weird Ed and the Green 
Tentacle. Weird Ed will throw you into the dungeon if you don’t 
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give him what he wants, and the Green Tentacle won't let you 
pass a certain point until you feed him! So watch out for them 
until you think you've got what they want. 


ENEMIES 


Dr. Fred, his wife Nurse Edna, the Purple Tentacle, and the 
Purple Meteor are your enemies. They'll throw you into the 
dungeon if they catch you (the Meteor will irradiate you!), so 
watch out for them! There are places in the game where you'll 
have to let certain characters get captured, though. 


STRATEGY SESSION 
General Strategies 


First of all, you should make a map! The mansion is a big place, 
and it’s easy to get lost until you get your bearings. And since 
you can’t get killed unless you really get curious, explore as 
much as possible. Don’t plan to solve the game the first time 
through. Expect to figure out all the little puzzles one at a time. 

Use the pointer arrow to “explore” each room by moving it 
around all over the place. If you point at something important, 
its name will appear on the screen. Make sure to pick everything 
up that you can. Dave and his friends have pretty deep pockets, 
and you'll need to use just about everything you find. 

Whenever a cut-scene appears on the screen, pay attention 
to what the characters are saying. For example, if Weird Ed says 
he’s hungry, he’s probably headed for the kitchen. Are any of 
your characters in the kitchen? On the stairs that lead to the 
kitchen? Get them hidden quickly! 

Finally, choose a team of kids and stick with them. If you 
switch them every time you play the game, the puzzles will be 
different and you won't make any progress! 


Step-by-Step, Puzzle-by-Puzzle 

This walkthrough uses Dave, Bernard, and 
Michael. We’ll take you on the grand tour 
of the Mansion, while trying to make your 
visit a puzzling one! Check The Secrets for 
any answers we've left for you to figure 
out. Even though we'll guide you through 
the Mansion, we keep our descriptions a 
little mysterious so you can read the 
Save Sandy. strategy without really knowing all the 
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answers. To see what is happening, you'll have to play the 
game. You want to play it anyway, don't you? 


Into the Mansion. Well, here we are! Make sure you're Dave to 
start. Try reading that sign on the gate to get used to the 
controls. And ignore what the sign says—it’s an empty threat 
(right?). Move West. Another sign to read. And the entrance. 

What? Locked? Hey, this door mat’s got a lump in it—aha! 
The key! Now we can go inside. Hey, was that a glint of 
moonlight from the bushes? Better check it out first. 

Okay. We’re inside the house, but do 
we really want to explore this place by 
ourselves? No way! So move Michael into 
the Mansion. Have him go through the 
door next to the grandfather clock. Hey, a 
flashlight and a chainsaw. Might be 
handy later. What else is... yikes! Nurse 
Edna! She got Mike! Nurse Edna. 

No problem. That’s why Bernard is going in next. Right, 

Bernard? Bernard?!? Move him into the Mansion and send him 
into the kitchen while Edna’s busy with Mike. Make sure you 
check out the refrigerator—take everything in it! Continue East 
and through the door. Whoa, a big table! And what a lovely 
meal on top of it! Better grab the food anyway (you must have 
deep, plastic-lined pockets). Take another door to the East. 
DEE, 1°m MUNORY? Those shelves are stocked! Be sure 
to grab the developer first (heh heh). 
Whoops! Don’t worry, we'll take care 
of it later. Finish grabbing stuff and 
head back for the hall. About this time, 
you'll see your first “cut-scene.” Ed’s 
hungry! That means he’s headed for the kitchen. Dave's in the 
doorway! But let him get taken to the dungeon anyway—you'll 
find out it’s for the best. 


Bernard, Brave Explorer. Move 
Bernard back to the foyer. Hey, 
where is everybody? No matter. 
Let’s do some looking around. The 
stairs might be dangerous, and the 
door next to them has no handle (!), 
but the door to the far right does. 
Let's go inside, shall we? 
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Bernard is a nerd who knows 

radios. So have him fool around with 
the radio and get something out of it. 
Then continue East (check out the 
SS Chandelier quickly). Whoa! It’s dark! But 
using his scientific brain (and fear of the 
dark), Bernard uses the pointer to find a 
light and turns it on. Better! As we 
continue on, we find a broken stairway (!) 
and a few other items. The phone is 
broken, but Bernard could fix it with some 
tools. Make sure to “look” around the 
phone with the arrow—hang “loose.” 

Move back into the foyer. You can try the tape in the player 
under the radio, but it won't be very exciting—yet (hint, hint!). 


Dreary Dungeon, Eager Escape. Go back to Mike and Dave. 
There’s a way to get out of this dungeon, although only one kid 
can escape. Explore the place thoroughly. See The Secrets if you 
can’t escape. Try to have Dave do the escaping. Once he’s 
outside, it’s into darkness! But you can still check out two 
objects of interest near the door. The lights are to your right. 
Once you get what you need here (don’t touch those fuses 
unless nuclear meltdown sounds like fun), climb the stairs and 
go “Back To The Foyer.” 

Here’s Bernard. Have Bernard give 
you all his items, and give him the silver 
key in exchange. Go upstairs (we’re 
done down here!). Hmm. Three doors to 
choose from. Try the one on the left first. 
Ah, nothing like fine art. Grab the items 
in here and then exit. Go into the right 


Give stuff to Dave. 


door this time—a music room, complete with piano! Grab 
what you can (and turn on the TV). Now go outside and 
through the security door. 


Going Up? Here’s a hall with two 
doors to the right and a staircase. 
Enter the first door. You'll need 
to find the light (again). There’s 
only one thing of interest in here 
(and it’s not the skeleton). Leave 
when you've found some good 
reading material, then try the 
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next door. Hey! Arcade games! But none of them work. You'll be 
back, though. Go back into the hall and up the stairs. 

Ick! The Green Tentacle! He won't let you by unless you 
feed him. So give him all the food you have (and all the food 

+ that really isn’t food). Once he gets 
his favorite food, he'll become 
thirsty! Give him a chug of 
something sweet and he’ll back 
up. Enter the door. The light will 
be on the left side of the room. 

5 Turn it on and... it’s a darkroom! 
Mike will be interested in this. If he ever gets out of the 
dungeon, that is... 

Go outside and climb up the stairs to yet another hall. Go 
into the first door. You'll find only one thing to pick up, but two 
things to look at. Do so and climb the ladder. Greenie again. 
With speakers like that, his hearing’s probably not that good. 
For now, though, let's search his pages 
room and grab the two items that 
we can. Be sure to read one of 
them—it’s going to help us later. 

We're done in here, so climb 
down and go back into the hall. 
Save the game at this point. Now 
go into the next door. Oh no, Nurse Edna! We could run, but 
why bother? We need to see Mike anyway. So off we go to the 
dungeon. And Mike gets to let us out again. Climb up to the 
foyer and go to the music room. Listen to the record from the 
Green Tentacle’s room. You might want to dub it using your 
blank tape on the cassette recorder. 


Going Down! Climb all the way back up to the hall. Enter the 
third door this time. It’s Weird Ed! And he’s not very happy 
with us. Yes, off to the dungeon! Hi, Mike. Yes, Mike. Let me 
out, Mike. And back into the foyer. Give Bernard the cassette 
tape and the yellow key. Then start that 
old familiar climb back to the hall. (About 
this time, the doorbell might ring. If it 
does, don’t worry about it. You'll be 
captured by Weird Ed, though. In The 
Secrets, we'll explain what the doorbell’s Try Hunk-O-Matic. 

about.) Let’s try the fourth door. Who’s going to get us this 
time? No one! Being a hunk, use the Hunk-O-Matic. Then enter 
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the next door on the right. There’s only one object 
you can get in here, but try opening the shower 
curtain. “Call Edna,” but no number! Maybe that 
‘| mummy’s in the way. We'll have to fix that later... 
OK. Now return to the hall and try the final 
door. Wow, a real live man-eating plant! With a hole above it. 
And a big paint blotch on the wall. Maybe we should be nice 
and use the paint remover on it to tidy up... whoa! Another 
door! Let’s go through, shall we? And into another dark room. 
The light should be in the middle of the screen. Turn it on and 
you see... nothing much. There are some wires against the wall. 
They look pretty frayed. Try touching them to see. Ouch! Climb 
back down and go back to Bernard. Give him the empty jar he 
gave you earlier. 


Two Kids Are Better Than One. Actually, 
we're not completely done down here. 
Remember the locked door in the pantry 
where you dropped the developer? Well, 
you've got some keys now, so let’s open it! 
Move both Dave and Bernard to the pantry, unlock the cog and 
go on in. Here’s a lovely pool with some interesting stuff in the 
middle. Too bad Dave and Bernard don’t want to go swimming 
(with all that stuff they’re holding, they’d probably sink 
anyway). So open the wooden gate and go through it. Here’s a 
heavy garage door. Bernard’s too wimpy, but 
Dave has the muscles (thanks to Hunk-O-Matic). 
Inside is a Weird Edsel (of course) with a locked 
trunk. Have Dave grab that water faucet handle 
and have Bernard unlock the trunk (he'll have the key he needs). 
Inside is a nice set of tools! Just the thing for Bernard. 

Now for the pool. Or rather, the stuff in the middle of the 
pool? Well, we'll have to drain it. But the valve for that wouldn’t 
be up here. Maybe it’s beneath the pool. But how to get 
underneath the pool? If you can’t figure it out, check The 
Secrets. We don’t want to tell you everything! 

Once Bernard and Dave are there, have 
Dave turn on the water valve. Make sure 
Bernard is next to the ladder. Now switch 
to Bernard as the sirens and alarms start to 
go off. Climb down the ladder and into the 
drained pool. Grab everything quickly. If 
you're the violent type, save the game and 
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press the red button. But we wouldn’t recommend it. Once 
you're done, climb up again and have Dave turn the valve off. 


More Puzzles, More Solutions. Send Dave to the foyer. Before 
Bernard goes there too, have him fill the empty jar with pool 
water. Have Bernard give the jar to Dave and send Dave up to 
the man-eating plant. Give the jar of water to the plant. Whoa! 
Why did it do that? (Radioactivity, I’d guess—and so did 
Bernard.) But nobody can climb it—it bites! What could we give 
it? There is one thing that will work—see The Secrets if you give 
up. Once you've calmed it, climb up and into that hole. 

An observatory with a big telescope! Take a look into it. 
Well, that wasn’t very exciting. Read the control panel at the left. 
Insert dime? No problem. Feed the coin slot, then Save the 
game. Now try pressing the left button and looking through. 
Yikes! Restore your game and press the right button. This time 
you see a window. What's inside? We could find out with 
another dime! So climb down and go into the hall. Walk to the 
bathroom with Dead Cousin Ted. Use the faucet handle on the 
faucet to turn it on. Ted moves and whaddaya know? You got 
the number for Edna! 

Go back into the hall and wait 
just outside Edna’s door. Switch to 
Bernard and go to the library. On 
the way, try the cassette tape in the 
cassette player. Is it live, or is it - = 
Tentacles? Grab the rusty key out Wait for Edna. 
of the chandelier shards and continue into the library. Fix the 
phone with the tools. Now have Bernard call 
Edna. While he’s talking to her, switch to 
Dave and go into her room. Grab the key on 
her nightstand and climb up the ladder. 

, More darkness. Find the light and turn it 
on. You think there’s really only a painting here? You know, in 
this kind of house, they'd hide a safe behind one. So move the 
painting to find out. Yup! Unfortunately, it’s a combination safe. 
But that scrawled number under the safe is too small to read. 
Maybe with a BIG magnifier—like the telescope! Climb back 
down and let Edna take you to the dungeon (she needs the 
exercise). 


Michael, Brick-Pusher Extraordinaire. Yes, have Mike spring 
you again. Head back up to Weird Ed’s room. Then have 
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Bernard come up there too. Send Bernard in to get captured 
(hey!) and while Ed’s lugging him downstairs, run inside. Break 
open the piggy bank and grab the dimes. Then take the hamster 
and the card key underneath it. Wait, then let Ed get you again. 

Everyone’s in the dungeon! But Bernard’s rusty key will 
open the dungeon door (which is good, because Mike’s finger 
was looking a bit too muscular). Leave Mike in the dungeon and 
send Dave and Bernard up to the top floor. Have Dave climb 
back up to the telescope and use another dime in the slot. Press 
the right button again, and look inside. What could those 
numbers be? The combination for the safe, maybe? Climb down 
to the hall again. Send Bernard into Edna's room to get 
captured, then have Dave climb the ladder. Use the combination 
on the safe. Take what's inside and open it. Then climb down for 
Edna’s Dungeon Parade. That's right. It’s back to the hole again. 

Have Mike give his flashlight to Bernard, 
and have Dave give his quarter and small 
key to Bernard. Move Dave to the fuse box 
just outside the dungeon. Send Bernard all 
the way up to the room with the wires. Open 
the radio and you'll find some batteries! 
Now have Dave shut off the circuit breakers. Then go back to 
Bernard. Turn on the flashlight and fix the wires with the tools. 
Then turn the breakers on again (quickly!). Dave will be 
captured by the Purple Tentacle, but that’s OK. 

Move Bernard down to the arcade room. One of these games 
will have a high score that is important to you. (A hint: it’s the 
one that Dr. Fred plays with in the cut-scene). Note it and use 
the small key to get your quarter : 
back. Go back down to the foyer. Do 
the brick-push thing and get Dave 
out and into the. foyer. 


Calling The Meteor Police! Give all Bernard’s keys to Dave, and 
give Dave's radio tube to Bernard. Have Bernard push the right- 
hand gargoyle on the stairs. This opens the door to the dungeon. 
Send Dave down there. Move all the way to the door that leads 
to the Secrkit Lab. Use the glowing key on the padlocks, then 
open the outer door. Surprise! An inner door! And it needs a 
combination—which just happens to be the high score from 
Meteor Mess! Use it to open the door. But don’t go inside! 
Switch to Bernard and have him climb up to the radio room. 
Use the tube in the radio and call the Meteor Police (the number 
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is on the wanted poster). Move Bernard all 
the way down to the foyer while you’re 
waiting. It might seem odd, but you can sit 
back and wait now. Eventually, the 
Policeman will show up and take the Purple 
Meteor with him! Oh, and he drops some- “Meteor Police. 
thing on his way through. 

Send Dave into the dungeon. Have him give his quarter and 
card key to Mike. Send Mike into the lab (but grab the badge on 
the dungeon floor first). When the Purple Tentacle harasses you, 
give it the badge. What a Benedict Arnold! Go through the door. 
At this point, you're almost done. See The Secrets if you can’t 
figure it out! 


SHH... THE SECRETS 


How do I escape the dungeon? There’s a 
loose brick under one of the windows. 
When you push it, the dungeon door 
springs open for a moment—just long 
enough for someone (but not the brick- 


pusher) to go through it. 

Why does the doorbell ring? When the doorbell rings, it’s the 
mailman with a package for Weird Ed. The ni appears 
next to the mailbox outside. If you can pm 

get the package and give it to Weird 
Ed, he'll be your friend. 

How do I get underneath the pool? The 
grating in the bushes outside leads to 
the water valve. You'll need to have used the Hunk-O-Matic to 
remove it. 

How do I stop the man-eating plant from biting me? Give it the can 
of Pepsi and it becomes too busy burping to bite! 

How do I finish the game? Use the quarter to buy a soda. Then run 
past Dr. Fred and open the locker. Put on the radiation suit 
inside (just for fun, since you really don’t need it). Then use the 
card key to open the door. Go inside. Throw the switch, and Dr. 
Fred will return to normal and turn off the self-destruct system. 
You’ve won! 

What other puzzles and solutions are there? You can use the Weird 
Edsel to get rid of the Meteor, you can have the Meteor’s 
manuscript published, and you can have the Green Tentacle’s 
demo tape published, among others. But we'll let you figure out 
these ones—they’re not too hard. 
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Mega Man 2 


Distributor: CAPCOM 
Game Type: Arcade Action 


Special Note: The Mega Man 2 manual sometimes spells the names of 
characters in more than one way. We've tried to adopt a consistent 
approach. For instance, in the game, it's Dr. Wily, but in the manual, 
it’s Dr. Wiley. 


WHAT’S GOING ON? 

There’s an evil dude called Dr. Wily and a cool dude called Dr. 
Light. Wily’s got plans that Light doesn’t like. So it’s time for 
Mega Man to step in and teach Dr. Wily a lesson before he gets 
too uppity. That clear? 


WHO ARE YOU? 

Who else? You're Mega Man. You're a pistol-packin’ guy from 
the future who can run and jump and shoot. What else does a 
hero need to do? 


PLAYERS 
One player at a time in Mega Man 2. 


SCORING 

Basically, you play this game in stages. Completing each stage 
and defeating the boss is the way to score. Beating Dr. Wily is 
the ultimate goal. 
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LIVES AND HOW TO LOSE THEM 

You start each game with three lives. Mega Man has a life meter 
that goes down each time he’s hit by an enemy character or a 
missile of some kind. When the life meter is used up, you lose 
one Mega Man. In some cases, if you fall in the wrong place or 
touch certain deadly spikes, you'll lose a life instantly. In most 
cases you lose life a little at a time. 

There is good news, however. There are ways to earn extra 
lives and there are also charge-up items that appear randomly 
when you defeat enemy characters. Some of these charge-ups 
will replenish life energy. 


CONTINUES 

You can continue this game endlessly. In addition, you can 
obtain a password for each stage that you complete. Once you 
defeat the boss character of a stage, you'll receive a password. 
Write it down, and you won't have to play that stage again. 


CONTROLS 


Directional Pad 


Jump 


Switch to Subscreen 


WEAPONS 

Mega Man starts out with a standard issue gun. This gun is very 
useful, and it’s all you'll need most of the time. It shoots 
endlessly, and it never needs recharging. 

However, you will gain additional weapons from the bosses 
you defeat. Each boss character has a different weapon. By the 
time you go up against Dr. Wily, you'll want to have them all. 
The letter in parentheses is the letter used to identify the 
weapon when you get it. 

To select a weapon other than the standard gun, you press 
Start and examine the sub-screen. Select the one you want to use 
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by looking for the letter that represents it. Always remember to 
switch back to your ordinary gun after using a special weapon 
since each one has a meter that can run out if you keep using it. 


SPECIAL ITEMS 

There are two types of special items in this game. One type you 
find when you defeat the ordinary enemies you meet in the 
action rounds. You receive the other type from Dr. Light when 
you're ready. 


The Energy Crystal powers up your life meter. The 
small one gives you a little energy, the large one gives 
you a lot. 

The Weapon Crystal recharges your special weapons. It 
will recharge any weapon you are currently using. So 
when you have used a weapon, find a Weapon Crystal, 
change to the weapon that is low, recharge and change back to 
the standard gun. 

The Mega Man head gives you an extra life. These 
appear at various places in the game, and sometimes 
when you shoot enemies. 

The Energy Capsule looks like a barrel with the letter E 
on it. Collect them and store them for later. If you have 
one of these and your life energy is low, you can use it 
to recharge completely. Save these for the battles against 
some of the tougher boss characters. You'll only find 
Energy Capsules in specific places. Shooting enemies 
won't produce more of them. 


The other kind of special items are the special vehicles that Dr. 
Light gives you. Like the weapons, these items have an energy 
bar which goes down as you use them. Recharge them with the 
Weapon Crystals: 


Item-1 is a Levitation Platform. Throw these out and 
they start to rise. Jump on them and ride upward. They 
only last a short time, but you can throw up to three at a 
time. Get it after defeating Heat Man. 

Item-2 is a Jet Sled. Use it to fly over certain areas. The 
jet sled will keep on going until its energy runs out or 
until it hits a wall. Get it after defeating Air Man. 

Item-3 is an Elevator that rises when thrown next to a 
wall. It will go higher than the levitation platform. Get it 
after defeating Flash Man. 
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FRIENDS 

Dr. Light is your only friend. 
From time to time, he'll contact 
you. But don’t expect a lot of 
help from him. You're pretty 
much on your own. However, 
in a strange way, some of your enemies are your friends. In 
some places you can shoot easy enemies and receive charge-up 
items and even extra men without any danger to yourself. If 
that’s an enemy, who needs friends? 


ENEMIES 


I TEN-3 
COMPLETED? 


= GET YOUR 
WEAPONS READY 7 


Air Man (A) uses the Air Shooter 
which shoots miniature tornados. 
When you fight him, you'll also have to 
fight the wind. 


Bubble Man (B) uses the Bubble Lead 
which shoots rolling bubbles that can 
damage certain of your own 

enemies, too. 


Crash Man (C) uses Crash Bombers 
which explode around you. You'll 
throw the bombs against certain walls 
where they'll stick and then explode. 


Flash Man (F) uses his Time Stopper to 
stop time (what else?). Beat him and 
you can do the same thing. 


Heat Man (H) uses the Atomic Fire. 
When you get this weapon, try holding 
down the fire button a little longer to 
see what happens. 


Metal Man (M) uses a Metal Blade that 
slices through almost any enemy in its 
path. It's like throwing large saw blades. 
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Quick Man (Q) uses his Quick 
Boomerang. When you get it, you can 
shoot up to three boomerangs at once, and 
rapid fire by holding down the fire button. 


Wood Man (W) uses a Leaf Shield that 
protects him. When he’s ready, he sends the 
leaves flying. When you use it, the shield 
stays around you until you move. Then the 
leaves fly off in the direction you moved. 


In addition to the boss characters already mentioned, there are 
plenty of odd creatures inhabiting the world of Mega Man. Most 
of them aren't very difficult to fight, though they have colorful 
names. Therefore, we won’t describe each one individually. 
You'll encounter them all as you play the game. Each one has its 
own way of attacking you and some have specific defenses. 
Most of them offer easy targets for Mega Man's gun, though. 


STRATEGY SESSION 

General Strategies 

Master your jumping. That's the main secret in this game. Also, 
learn the weakness of each enemy. Some can’t be hit at all times. 
Learn when they are vulnerable. Other enemies can’t be shot at 
all. You just have to avoid them. And some boss characters 
require the weapons you get from the other bosses. Learning the 
order of the bosses is also helpful. 


Stage One: Air Man. Start out to the right and jump on the ‘devil 
heads' called Air Tikkis. Watch out for their horns. Don’t get 
caught by them. Blast the flying Gremlins and jump from 
platform to platform. Sometimes, if you stick around here, you 


can get extra men, but it isn’t necessary at this stage in the 
game. Just keep moving. 

In the next part, you come to some Lightning Lords on 
floating clouds. You have to shoot them first, then hop on their 
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clouds. The third cloud might give you trouble. The best way to 
get on this one is to jump up and shoot before the two clouds 
come level with each other, then jump immediately onto the 
new cloud. To get on the fourth cloud, wait until it appears to 
your left, shoot its rider, then wait until it reappears from the big 
cloud. Then jump. The fifth cloud takes you to a new platform. 
Here you'll encounter flying fish that lay eggs which, in turn 
release lots of little baby birds. Shoot the eggs before they land 
to avoid the babies. Or replace any lost energy here by letting 
the eggs drop. The little birds give lots of charge-ups. 
Drop down two platforms to find another set of devil heads. 
The second head won’t appear until you are almost ready to 
F Jj jump, but it will appear. 
From it, you land on some 
more stable platforms. Go 
forward, but don’t get 


blown away by the wind 
gorillas called Fan Fiends. 
A few shots will take care of them. Just keep shooting and don’t 
get knocked over the edge by any flying eggs. 

It’s just a little further to the Air Man’s sanctuary. When you 
meet him, you don’t have to do anything too fancy. Just blast 
him as fast as you can. Charge right in there and fire. Push 
against the wind to get close and let your trigger finger work 
out. About seven clean hits should do it. Remember, whenever 
you get hit, you are safe for a few moments. While you’re still 
blinking, you can run right through his tornados. Use that to 
your advantage. It doesn’t have to be pretty. It just has to work. 
After defeating Air Man, you'll get his Air Shooter. Don’t forget 
to copy down the password. 
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Stage Two: Flash Man. Dr. Light gives you 
Item-2 (the jet sled) now, and then you're 
off to another adventure. If you want, you 
can save Flash Man for after Metal Man 
and use the Metal Blade on him, but you 
can complete Flash Man with the regular 
weapon, too. Flash Man’s world is slippery, 
so be prepared to slide around. At first, just 
follow the maze and keep shooting. After 
collecting the free energy capsule, skip the 


free man. You can’t get that at this point. If you play the game in 
a different order, you can beat Quick Man before Flash Man and 
get the elevator, but it really doesn’t matter that much. 

You'll need to make 
some tricky jumps to get 
where you're going. Tim- 
ing is everything here, 
since you will slip and 
slide out of position. It’s 
= not that hard, though, so 
keep trying. 

After a few jumps up- 

- $ ward, you'll fall down a 
py} long jump. At the bottom 

= is a long-legged creature 
that I call a Walker. Shoot this creature until it is destroyed, then 
shoot its rider. You'll notice that this guy has a shield, but he'll 
lower it, and then you can blast him. 

Now, you have a choice. Take the right- 
hand drop if you want to find an energy 
capsule at the bottom. The way is a little 
harder, but there is a reward at the bottom. 
On the other hand, the left-hand hole will 
take you more directly to the bottom of this 
long jump. Beat the crankshaft by blasting it 
in the eye. If you want to use the right-hand 
drop, fall off the ledge, but angle quickly to 
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the right so you land on the narrow wall 
that separates the two drops. 

Now defeat another one of those 
long-legged Walkers and its rider, then 
go on down. You want to be sure you 
go down the right-hand hole. In the § 
next room, if you can hop from block 
to block without falling, you won’t 
have to fight the next set of Walkers, and there’s an energy 
capsule waiting at the other end. Otherwise, you're in for a 
fight. Watch out for the 
second-to-last block. It’s 
there to fool you. The spacing 
is wider to that block, and 
you'll have to adjust the 
rhythm of your hopping. 
Either way you go, you'll have to make it past at least one 
more Walker before entering the Flash Man’s lair. Make the 
ee} long jump at the end and then 
go for it. 

Again, to beat Flash Man, 
just blast away and try not to 

~] get tromped on. He'll use the 
F] Time-Stopper, but you should 
be able to beat him with some 
good shooting. After defeating 
Flash Man, you get his Time Stopper. 
Don't forget to copy down the password. 
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Stage 3: Quick Man. After another message from 
Dr. Light (who gives you Item-3), you're on to the 
next test—Quick Man. There’s a free man at the 
beginning of this stage. Get it by pressing Select 
and using Item-2. Point at the wall and release the 
sled. Jump on it, then use it to get you to the free 
man. Now change back to the standard weapon 
and continue. 

Jump down the hole and then jump over the creatures you 
find. Jump down again, then run right and down another hole, 
=a. =e angling to the left as you fall. Run 
immediately to the left before the 
killer beams get you and fall down 
the next hole. Then angle to the 
right and keep falling. Jump off the 
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edge, and angle to the 
left to pick up a free man 
=| and an energy capsule. 
m™ Continue down. At the 
bottom, you'll charge 
| forward into darkness. 
Don’t worry. Things will E 
soon lighten up. Jump 
onto the platform be- * 
neath the torch being (called a Hot Head). 
Duck in under the fireballs and then jump 
and shoot until you extinguish his flame, 
then move forward and give the next one 
the same treatment, only this time shoot 
from the far platform (the one that puts you 
at the same level as the torch being). One 
more Hot Head; then another jump. 

At the bottom of this first jump, you 
have to jump very quickly up and over the 
top platform, then head down as fast as 
& possible to the left, before the beams get 
you. Then keep dropping quickly to the left, 
past the next two sets of beams. Keep going 
down as fast as possible, staying to the left 
whenever possible (and don’t worry about 
the free man). Drop off the final ledge to the 
left and make it to the bottom. Fight your 
way past the Walkers to the entrance to 
Quick Man’s hideaway. 

To defeat Quick Man, stand on the 
upper left-hand platform, dodge his attacks, 
and just keep blasting 
him. If you keep firing, 
you should defeat him before he can 
seriously threaten you. Defeat Quick Man, 
and you get his boomerang. Don’t forget to | 
copy down the password. 


Stage 4: Metal Man. At the beginning of the Metal Man stage, 
you have to get used to the effect of the conveyor belts. Go and 
get the free energy capsule at the end of the second bottom belt, 
then jump up and continue to the left. Try to avoid the falling 
spikes, and move past them as they are drawn back up. If you 
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take a little damage here, it’s OK because you'll be able to 
recharge your energy in the next section where the screws come 
out of the floors and ceiling. Shooting the screws will get you lots 
of recharging items (and maybe even a free 
man or two if you're patient—or lucky). 

When you're ready, make your way 
through the screw stage and onto the 
conveyor belts. Make a few jumps and 
you'll come to a free man above. It would be 
hard to get, but you don’t really need it at 
this stage, now that you know how to milk 
the screws for free men. So continue on 
down the next jump where you'll meet the 
gear riders. They're easy. Just shoot them. 
Then travel the conveyors onward and kill 
= the crankshafts (hit 
| them in the eyeball). Get a free energy 
capsule right below the crankshafts. 

From the energy capsule, use Item-2 
(the jet sled) to get across the gap. Don’t 
bother with the jack-in-the-boxes. They 
can’t be shot. Just jump over them and 
` you're there. 

To kill Metal Man, try to jump over his 
buzz saws. Anticipate where he’s going to 
be and keep shooting. He'll often jump or fall right into your 
bullets. If you start to get too damaged, remember that by now 
you should have several extra energy capsules. Use one to re- 
plenish your energy before it’s too late. Beat Metal Man and you 
get his Metal-Blade. Don’t forget to copy down the password. 
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Stage 5: Wood Man. The beginning of the Wood Man stage is 
pretty easy. Just move back from the Bubble Bats a little, then 
jump and shoot. Shoot the Robo-Rabbits immediately. You can 
outrun many of the bats if you keep moving. Then go down the 
first ladder. Wait for the first bats to get close, then jump down 
and shoot the third bat. Head down (or shoot the first two bats 
after you pass them). 

The fire-breathing dog (called, 
you guessed it, a Hot Dog) won't 
give you any trouble if you stand 
on the ledge opposite it and jump 
over its flames. Three shots will 
take care of it. The next one isn’t 
so easy, but if you charge ahead, Haier tre 
jump, and blast away, you should beat it. There is a safe place 
just underneath the dog, if you can get there. The same is true of 
the third dog. 

Now head up the ladder, past the bats, and up again. If 
you're low on energy after the dogs, go back down, then up. Kill 
the bats again and again until you have recharged. Then 
continue upward. 

Now you have to get past the Mecha Monkeys. Try to lure 
them out, then shoot them before they get to you. Shoot th 


birds before they drop their eggs. Or let the eggs fall and collect 
charge-ups from them. Remember, any time an item charge-up 
appears, you can change to an item that needs charging and 
recharge, then change back to your standard weapon. 

Go down the ladder and do your best to avoid the killer 
carrots thrown by the Robo-Rabbits. Shoot quickly and keep on 
going. Finally, you may want to recharge by shooting the giant 
Atomic Chickens before finishing the level. it’s not easy, though, 
because they jump on you. 

Now it’s time to attack Wood Man. You can use the Metal- 
Blade, but you don’t have to. Either way, hang out on the left 
wall and fire continuously. Try to jump over his leaf attack, but 
don’t worry if you get hit. Just keep firing. You should defeat 
Wood Man before you are killed. However, if you start with less 
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than complete health, you may not make it unless you can jump 
over the leaf attack. If you die, though, try again with a fresh 
man. When you defeat Wood Man, you get his Leaf Shield. 
Don’t forget to copy down the password. 


Stage 6: Crash Man. Climb up the ladders as best you can, 
shooting the spinning faces. If you get hit by one, it may make 
you fall. However, if it does not, continue upward. You can’t be 
hit immediately again, so use that fact to your advantage. 

At the top, ride the platform, shooting the spinning faces, 
until you reach the next ladder. Now ride the next two platforms 
to the ladders above them. 

Climb up the tall ladder until you come to the pillbox 
guarding the next ladder up. It takes some ingenuity to get 
past this pillbox. When you 
jump on the second plat- 
form, it will shoot. One way 
to get past it is to shoot 
when it shoots, but jump 
back to the first platform at 
the same time. That way, 
you won't be sent down the 
hole again. After that, keep 
going up the ladder. 

When you come to two ladders, take the right-hand one, 
but be careful of the birds dropping eggs. Try to shoot them if 
possible. Keep going up to get a recharge, 
then back down and take the right-hand 
fork. At the top, jump down to get the free 
energy capsule and head back down again. 
This time stay on the right-hand side all the 
way up. If you want to get that free man, 
go back down and ride the 
jet sled (Item 2) under the 

A ladder, then climb up and 
HE collect the free man. Now 
zic continue to the right. Don’t 
fap) hesitate. Keep shooting the 
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stompers (called Prop-Tops) that fall on you 
and keep moving. If you stand still, they'll fall 
from the sky. 


. 3 Finally, you're at the end, ready to meet 
liac EE [il] Crash Man. The secret is to avoid being 
SS EM blasted by his bombs. One = 


weapon that works remarkably well on Crash 
Man is Air Man’s Air Shooter. A couple of shots 
of wind power is all it takes. Now you get 
Crash Man’s Crash Bombs. Don’t forget to copy 
down the password. 


Stage 7: Bubble Man. This stage is easy at first. Just make all the 
jumps. Look out for the frogs (called Croakers). You can use 
them to recharge, though. When you get to the red blocks, jump 
quickly without hesitating. 
They'll fall as you land on 
them, so jump ina fast rhythm. 

Now go down the jump 
and try not to land on the 
Crabbot. Continue on down to 
the bottom of the water. Shoot 
your way past the shrimps B E r 
until you see the Lantern Fish that they're coming from. You'll 
have to jump and shoot its lantern (the little ‘horn’ on its 
= head) to kill the fish. If anything needs 
recharging at this point, you can kill shrimps 
until you get what you need. 

Continue on, being very careful around 
the spiky walls and ceiling. If you hit those 
spikes, that’s it. Make your way past another 
fish and a frog, over some more platforms 
= while dodging falling 
crabs, and you'll reach 
Bubble Man’s lair. A 
few good shots with the 
Metal-Blade will pop 


BS : 
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Bubble Man for good, and you'll get his Bubble-Lead. Don’t 
forget to copy down the password. 


Stage 8: Heat Man. This stage can be tricky, but you just have to 
be persistent. Be careful not to fall into the lava below. If you do, 
get out immediately. Make your way across the tricky blocks 
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while firing away at all the enemies. You just have to use your 
best timing here. 

Down the first ladder, you come to a puzzle. Jump up on the 
first block to the right and wait for the first disappearing block 
to appear above you and to the left. Jump on it and almost 
immediately jump straight up. Another block should appear as 
you jump. From that block, jump to the left and you should land 
on a block that just appears as you are in the air. From there, you 
should be able to reach the ledge and go down the ladder. 

If you need recharging, do it now by shooting the spinning 
faces, then go forward. At the first wall, use the disappearing 
block to help you over. Then, at the next wall, jump on the first 
block, then time your jump to the second 
block so it appears as you are jumping. 
Then just jump to the top and over the pit. 
Just don’t let the spinning faces get you. E 

Basically, you repeat the same tricks § 
again, then you have an even nastier 
challenge. There’s a wall ahead, and it f 
stands directly over the pit. Just time your 
jump so you reach the disappearing block 
as it appears, then jump quickly to the top [tL 4 
and over. 
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If you're ambitious, you can try to make 
it across the disappearing blocks that you 
come to next, but the easy way to get across 
this is to use the jet sled. Midway through 
the ride, jump off and collect a free man, 
then ride the sled the rest of the way. 

Go down the ladder and beat the Walker and its rider. Then 
it’s down one more level to the Heat Man’s room. 

To beat Heat Man, use Bubble Man’s Bubble-Lead. Three 
good hits will do it, and 
you'll have Heat Man’s 
Atomic Fire. Don’t forget to 
copy down the password. 


Stage 9: Dr. Wily. At this point, Dr. Light will interrupt to give 
you Item-1, the rising platform. That completes your inventory 
of items, and leads you to the most difficult part of this 
sie Dr. Wily stage. Dr. Wily’s skull castle/laboratory is a 
tricky place divided 
into five difficult 
sections. You'll have 
to complete all five 
to win the game. 

Section 1 begins 
simply enough, with 
birds dropping eggs. 
Pretty innocuous at 
the start, huh? Well 
n don’t get overcon- 
Dr. Wily's Castle. fident. If you want, 
shoot some of the little birdies and see if you can earn a free life 
or three. Or just charge ahead and take your chances... 

You'll come to a wall you can’t jump. It’s time to use Item-1. 
Stand back and throw it, then jump aboard. Don’t forget to 
restore your standard weapon when you reach the top. 

Now blast your way through what I call the ‘rope creatures’ 
and make it to the next wall. Use Item-1 again to get over the 
top. You'll pass another rope creature. These rope 
creatures will give a lot of charge-up items, so 
when you reach the next wall, shoot until you get 
a big special weapon charge-up capsule and go 
recharge your Item-1. When it’s all charged up, 
use it to get up to the next platform where the 
free man is. Walk through the rope creature 
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(always blasting with your weapon) and get the free man. Then 
recharge all your health and special weapons for the next phase. 
Jump down again and use Item-1 to get to the ladder. You'll 
have to jump just before it fades out to reach the ladder. Now 
climb up. The easiest way to defeat the shield man above is to 
use Air Man’s Air Shooter from below, but you can also use 
good timing and the regular weapon. Then collect the charge-up 
item he’s guarding. Continue up. Beat the next shield man any 
way you prefer, then make it to 
the top. This next situation may 
look impossible, but it’s pretty 
easy. Simply use Item-1 again. 
That’s why Dr. Light gave it to 
you, after all. Simply throw one, 
jump on it, and throw another. 
pie: Throw them quickly, before you 
rise too high. If you do it right, you should only have to throw 
three of them. On the fourth jump, you make it to the ladder. 
Change back to your standard weapon and climb to the top 
now. Then continue to the right. Get ready for some major 
hopping action. You'll come to some small blocks hanging in 
black space. What you'll need to do is hop from one to the other 
quickly, without hesitation. Here’s why. If you hop fast, by the 
time you reach the eighth block a giant green, fire-breathing 
dragon will suddenly appear 
behind you. If you go any 
slower, it'll kill you almost 
immediately. When it ap- 
pears, keep hopping from 


block to block. Don’t panic. 
Just keep moving. If you go 
too fast, you'll have to wait 
for the next block to appear. 
Don’t worry. The Dragon 
won't overtake you if you keep toward the left edge of the 
screen. Finally you'll reach three blocks that form a triangle. 
Stand on the middle block, turn, and change to Heat Man’s 
Atomic Fire. Don’t worry, the dragon will politely wait while 
you do this. Then, without warning, fire back at the Dragon. 
Jump to the upper block to avoid the dragon’s flame and fire 
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again as the Dragon rises. From the upper block, even if you get 
hit by the Dragon’s flame, you'll fall back to the middle block. 
About nine shots of Atomic Fire should do it. 

Defeating the Dragon completes the first stage. Now 
continue onward. Collect the free energy charge-up and 
replenish the Atomic Fire. Then beat it through the Prop-Tops. 
Use the jet sled to pass over the spikes, and, if you're daring 
enough, try to make it to the second ladder where the free 
energy capsule is. Then head down. 

Not only was there an energy capsule, but there was a free 
man, so it was worth it. Continue onward, charging up as much 
as you can. Now, see those walls protecting the free man and 
energy capsules? Use Crash Man’s bombs to break the walls and 
collect the goodies. Try not to get hit too much while you're 
doing this. Then continue downward (after changing back to 


your regular weapon). 

2-4 of the ladder, pull hard to the 
i right to make it past the spikes 
peices: | and into the hole. Then 
proceed to the screw area 
i where you can recharge all 
HUHHH RS your gene and het Get 
past the falling spike, then use Item-1 to get up the wall. There’s 
a trick to this. Since the wall is so high, jump up and throw an 
Item-1. Now throw another without jumping. Get on the lower 
one and ride it up. Then jump to the higher one before they both 

fade out, and make it over the wall. 


As you fall off the bottom 


Be careful falling down the next two levels. Don’t hit the 
spikes. You can get that energy charge-up in the second spike 
room by using Item-1 from the right wall of the hole down. If 
you're low, it’s a good idea. Then jump into the hole and meet 
the mechanical monster below. 
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The mechanical monster is pretty basic. Stay out of its way 
and blast it with your gun. Wait until the two parts come 
rq together, though. Eventually 
Syma you'll win. 

yo. Section 3 begins with some 
g Z opportunity. From the first ledge, 

“= drop off to the right. Use bombs 
to get the energy capsule, then jump to the other side and get 
the charge-up to replenish your bombs if you want. Drop very 
carefully, angling to the right. If you drop straight down, you'll 
1 land on the spikes at the bottom. 

Hop from pillar to pillar, avoiding the 
giant fish that leap out, then negotiate the 
very difficult jump through the narrow 
spike-filled hole. Jump down the middle of 
the first screen, then angle to the left as you 
enter the second screen. If you're about in 
the middle of the hole when you enter the 

= third screen, you should 
be able to drop straight 
| down without danger. 
Don’t overcompensate, 
or you'll come to a 
spiky conclusion. When 
4 you come to the two 
; 4 ledges, drop down care- 
ee fully from the bottom ledge, angling to the 
a right to avoid the lurking spikes below. 
Now head onward to the next confrontation with the giant on 
wheels—Guts Man. 

Guts Man isn’t too hard. Try to get up on his vehicle and 
shoot him in the face: A few well-placed shots should do it. You 
should have some energy capsules if you need one. 

Section 4 begins with some 
recharging capsules. Then it’s up a ladder. 
Watch out for false floors in this level. To 
get to the free man, fall through the false 
floor, then use Item-1 from below. 
Continue upward, fall through another 
false floor and take the next ladder up. 
There are two false floors in the next section, but the ceiling is 
high, so you can jump them. Climb up again. Watch that spiky 
floor. There’s a trap just before the ladder, so jump to get over it. 
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Up again, get the energy capsule by killing the two pillboxes 
and using Item-1 to go up the false floor. 

Next, ride the platforms in the next four rooms. In the 
second room, jump off onto the small ledge and wait for the 
platform to come around again. Then hop on again and get to 
the next ladder. At bite beginning of the third room, timing is 
critical. The spinning face will come at you 
from below. You'll have to wait until the 
last second, then jump to the left to catch 
the platform. Use Quick Man’s 
Boomerangs to shoot the faces, and be sure 
to hop off the platform briefly when it 
passes close to the wall. Then get back on 
and ride it to the bottom. Drop down the hole. In the ERY 
room, ride the platform, but jump off at 
the single block. Then ride the jet sled to 
the other side of the screen. Don’t hit the 
platform on your way. 

Fight your way past some Walkers 
and shield men and, just before entering 
the final room, charge up all your items 
and health by running back and forth just 
in front of the door. Concentrate on the last 
shield man and don’t bother with the 
Walker who comes from the left. When 
you're fully charged, go for it. 

This room is full of shooting lenses 


(called Crazy Cannons), and you'll need to use Crash Man’s 
bombs to win here. You'll need to use each 
bomb carefully. Use a bomb to blast away 
the wall, then another to blast the lens. 

y EE Work quickly and don’t waste even a 

| single bomb, or you'll lose. Here's how to 

do it: 1) Use Item-1 to reach the first 

MALL landing and shoot the wall and lens to the 
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left with one bomb each. 
2) While the left-hand 
lens is still blowing up, 
turn, jump and fire a 
bomb into the upper 
right-hand lens. 3) Jump 
down and take care of 
the bottom right-hand 

- wall and lens. Jump out 
of the way of your own bomb blast, then jump back down and 
fire a bomb at the lens. 4) Use Item-1 to get you back up and run 
to the bottom left of the screen. Use the trick you used earlier by 
jumping and throwing an Item-1, then throwing another and 
use them to get to the upper lens. Shoot it with a bomb. 5) Hop 
over to the last remaining lens and shoot it with what should be 
your last remaining bomb. If you get low on life energy during 
this encounter, use an energy capsule. And remember, you'll 
need a full charge on your bombs to complete this stage. 

Did you think this was going to be easy? Well, you're in for 
a shock. Now you have to fight all the enemies you fought 
before. In Section 5, you're in a room with a bunch of doorways. 
You'll have to fight each character again. Start with Heat Man in 
the upper left door. Use your 
regular weapon against most 
enemies, but use Bubble-Lead 
on Heat Man and Metal-Blade 
on Wood Man, Flash Man, and 
Bubble Man. Use Air Man’s Air 
Shooter on Crash Man. If you’re 
really self-confident, you can 
try your regular weapon on all 
your opponents. It will work if 
you're fast. Other weapons may simply work faster or better. 

What's this? You've beaten all those guys again and another 
door appears? Well, there’s only one thing to do. Run for it. No, 
just kidding. Of course, you're going in that door... 

It’s Dr. Wily’s spaceship. Shoot the front shield with your 
gun until it comes off. You should be able to jump over his 
rolling shots. Then look out! The shots start bouncing. Jump and 
shoot as fast as you can and you'll defeat the space ship. 

Yes. Another game with endless endings. Now you have yet 
another stage to complete. This one isn’t so bad, though. Make 
your way through the dripping slime (the things you have to do 
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to be a hero) and attack the 
good doctor in his lair, where 
he’ll show his true form. 
Seven hits of Bubble-Lead 
will do it, so don’t waste 
time. His shots are lethal. 
Jump up and bubble him, 
. while dodging his shots. 
Then reap your reward—a free trip to Mega 
Man 3. No, I was just kidding again... 


SHH... THE SECRETS 


There aren’t any specific secrets, but check out these passwords 
if you want to try different parts of the game. 


Crash Man 


Bubble Man Heat Man 
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CHAPTER 13 


Shadowgate 


Distributor: Kemco/Seika 
Game Type: Graphic Adventure 


WHAT’S GOING ON? 


There are odd goings on at Castle Shadowgate. It’s a creepy 
place, and you'd probably rather be almost anywhere but here. 
You don’t really know much as you stand before the castle’s 
massive front doors, but you know there’s no way out. Well, you 
could play another game of Zelda or something. 

Anyway, you gird your loins (as they used to say) and head 
into the castle to find out what's up with the evil Warlock Lord. 
Something tells you nothing will be quite as it seems. 


WHO ARE YOU? 


You’re the last in a line of kings, and only you can solve the 
puzzle and end the evil plans of the Warlock Lord. But to do it, 
you'll have to be very smart. 


PLAYERS 
One player plays at a time, but up to three players can save 
games on the cartridge. 


SCORING 


Although you don’t score points in this game, you must solve a 
series of puzzles and obtain certain objects. At various stages in 
the game, you can’t go any further without the right objects. 
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LIVES AND HOW TO LOSE THEM 


You only have one life, but you can continue the game and you 
can also save it for later. However, you can lose your precious 
life in so many ways, we'll just let you try to find out how. 


CONTINUES 


You can continue the game any time you die. The game 
determines where it places you. Also, you can continue a saved 
game whenever you restart the game. There are three save 
positions, so up to three people can share the game. However, 
each time you save your game, it wipes out the save you had 
previously. There are some ways to get stuck in the game, 
though usually you can retrace your steps if you forget 
something. Still, unless you are a very experienced adventurer, 
you'll probably find the information in this chapter useful. 


CONTROLS 


Move Pointer 


Get Hints Get Hints Make Selections, 

The Screen. On the screen, you view the scene in the upper left 
corner. On the right, you see the cards which show you what 
you are carrying or what - = 
another object contains. Use i A 
the arrows next to the word TORCHES 1 
“CARD” to cycle through ch 

the various cards. You also 
find your magic spells listed 


ona card. By 
DLOOK BTAKE/ OF 

i Below the cards and the noren nasse os CF 

view screen are the com- OUSE CHIT (OSELF 

mands. To the left is the eae ini 


Shadowgate 


Move command and the miniature map which shows all the 
current exits. Be aware, though, that many exits won’t appear at 
first. You'll have to find them. 

The main commands are to the right of the miniature map, 
then there are the card arrows, the Self button, and the Save 
button. The Self button represents you. For instance, suppose 
you want to wear a hat. You would Use the hat on Self (click 
Use, then click on the hat, then click on the Self button). 

To save the game at any time, click on the Save button. 

The Commands. You need to understand how the commands in 
Shadowgate work. The Look and Take commands are pretty 
obvious. Simply click on the command and then point toward 
the thing you want to examine or take. You can take objects by 
pointing to them on the screen. You can also take objects from 
other objects. For instance, if you use the Open command to 
open a bag or chest, you will see what is inside. Take what you 
need to add it to your personal inventory. 

When you select a command it remains selected until you 
select another command or press B. That way, you can examine 
or take a lot of objects in a row without having to select a 
command each time. The same goes for the Move command. 
You can cover a lot of distance if you need to. 

Open and Close are also pretty obvious most of the time. 
However, there may be a few cases where the Open command is 
needed where it isn’t really obvious. Likewise, some doors and 
other objects cannot be opened with the Open command. For 
those, you'll have to find other means. 

The Use command is probably the most important 
command in the game. You can use an object simply by selecting 
Use and then pointing to the object. This works in some cases. 
However, you may also need to use an object on another. An 
example would be to use a key on a keyhole. You would select 
Use, then select the key. Finally, the game asks what you want to 
use the key on, and you point to the keyhole (or door). There are 
times when you'll use the Use command and it really should be 
Give or something like that. When in doubt, try Use. 

The Hit command lets you strike an object or person, but 
don’t expect to use it much. When you want to use a weapon on 
an enemy, it’s the Use command. Surprise! 

The Leave command lets you drop objects, but you can’t 
drop them in very many places. One place is the Acid Fountain. 
However, you may not need to drop anything. The game 
doesn’t mind if you carry a lot of stuff around. 
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The Speak command lets you speak to a character or chant a 
spell. You will need to use certain spells at appropriate places. 

The Move command is used for movement. You can point to 
one of the exit squares on the miniature map below the Move 
command, or point directly to a door or other place you wish to 
move to. 


WEAPONS 


You will find weapons in this game. You'll find a sword and a 
spear and some other items. However, this is not an action 
game, and each weapon has a specific use. You won't be able to 
hack apart any ghost or demon you meet by simply selecting the 
sword and thrashing away. Instead, you'll have to figure out 
which weapon works on which creature. In some cases, no 
weapon will do. Also, although you may defeat some creatures 
with weapons, you don’t always necessarily kill them. 


SPECIAL ITEMS 


There are lots of special items in this game, but they each come 
to you as you solve clues and puzzles. Each item is used in a 
specific way. The best thing to do is to experiment (with your 
game saved) to see what works in which situation. 


FRIENDS 


You will meet a few people who can help you. They may offer 
you some advice or teach you a special spell. Above all, if you 
want to play this game without help, write down all clues. 
They have meaning even though you may not understand 
them at first. 


ENEMIES 


The Warlock Lord has lots of henchmen and unfriendly 
creatures lurking about in the castle. You won’t meet any 
enemies randomly. They all have their place in the game, but 
you will meet them. You'll meet a Troll, a Cyclops, some 
Gargoyles, and a few other enemies. However, the castle itself is 
your enemy, too. One false step can lead you to a short trip into 
eternal sleep, so don’t figure all your enemies will appear in 
front of you. 

There’s always a way past an enemy. It may involve a spell, 
or it may involve a weapon or other object. If you experiment, 
you'll be able to get by. 
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STRATEGY SESSION 
General Strategies 


Playing Shadowgate requires logic and patience. You won't get 
lost in the maze. It’s not that complicated. But you will want to 
remember where you saw items. You may find yourself going 
back for certain items that seemed unimportant the first time 
you saw them. 

Most objects in this game are useful, though some are not. 
Certainly objects like jewels are useful, whereas objects like the 
horseshoe or the broom may or may not be useful. 

When a description is printing out on the screen, press A to 
make it finish quickly, then press A to move on to the next 
screen of text or back to the action. 

Some hints are available if you press the Start button, but 
don’t count too heavily on it. Some of the clues you'll gain are 
very obvious and will tell you exactly what to do if you’re 
paying attention. Other situations are very puzzling and you'll 
have to experiment. 

Learn about torches right away. Grab every torch you can 
from the walls and carry them with you. At a certain point in the 
game, your torch will start to go out. The music gets very eerie 
then, so be aware of the music. The flame on the torch will also 
look dimmer and smaller. When the music 
changes it’s time to light another torch. Do 
so by selecting Use, then selecting the lit 
torch and using it on one of the unlit ones 
you're carrying. Always have a torch lit or 
you'll die very quickly in the darkness. 

To repeat: Watch your torches, get 

items, find hidden passages, and write down all clues. If you 
aren't sure, use the Look command to check out all objects and 
places in every room. And SAVE OFTEN!!! Death comes very 
quickly in this game. 
How to Beat Shadowgate. The front door looks inviting, doesn’t 
it? Especially the skull. I don’t know about you, but I think the 
skull is hiding something. Maybe you 
can Open it. What’s this? A key? OK. 
That’s the way it’s going to be, then. 
The key doesn’t work on the door, 
though. That is unlocked, so you can 
Open it and walk right in (using the 
Move command, of course). Seems like 
Castle Shadowgate is expecting you. 
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Once inside, get the two torches. You'll need them. Then, if 
you want to have some fun, try Using your lit torch on the rug 
in the hall. It won’t really help you, but it’s interesting. 
However, to get on with the business at hand, use Key 1 to open 
the double doors and go through them. 

In this next hallway you'll find a book and some more 
torches. The front torch looks a little different. Look at it and 
then take it. Take the other 
torch, too. Notice that the 
front torch is not like the 
others. Remember that. Now, 
if you want to experience 
death, try taking the book or 


the candles from the shelf. Grove ‘ CARD 
"i | OLOOK MTAKE|OF 
Better Save the game first, S| Doren naose| n+ CF 


though. OK. If you’ve had | Suse curr Beetle 
your fun, Open the book now SRE Soe Sne 
and you'll find a hidden key. Take the key from the book (that’s 
safe), and go back through the double doors to the first hallway. 

Use Key 2 to open the door on the right and go in. Take 
the sword and the sling. Now exit the 
closet and go back to the second 
hallway. Look at the far wall. There’s 
a loose stone there. A sure giveaway 
that something is not as it seems. 
Use Open on the lighter oval at the 
end. Then go through the doorway. 

Take the Arrow, then try to take 
the torches. Hmm. Can't do that. So 
try something else. Remember the 
direction the arrow faced? Try Using the torch on the left. Aha. 
Another passageway. By now you're probably getting an idea 
what Shadowgate is all about. Go through the hidden door. 

That bridge on the right looks like it 
could use some help. Take the left one. It 
looks more solid. 

Uh-oh. A Wraith. And he doesn’t look 
all that friendly. What to do? Maybe it’s 
time to save the game. 

At this point, I'm going to stop giving you 
all the answers. Try to figure out these puzzles 
for yourself. If you can’t, see the Secrets section 
of this chapter for solutions to the puzzles. 


Wraith 
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Once you've disposed of the Wraith, 
get the Cloak from the wall. You'll need 
it later. At the same time, get the two 
torches. Now Open the door and go 
through it (the other passage is hopeless). 

This room has several important 
s items and secrets. First, Open the scroll 

DEELEN on the shelf and read it. Write down 
The EPOR Room. what it says! Examine the other items 
and take the small silver vial (the one that’s impossibly light). 
OK. Look at the sign on the wall. It says “EPOR.” It’s a very 
simple clue. Well. Now what? 

By the way, if you're observant, you might notice something 
funny about the far wall in this room. You can try it if you want, 
but you’re not really ready for it yet. 

Assuming you made it up here, 
you're now in a room full of mirrors. 
Take the broom and the torches, then 
Open the door behind you and go 
that way to the room full of coffins. 

You'll have to explore these 
coffins, but I suggest you Save the 
= game first. I'll give you a hint, though. 

The Mirror Room. You'll need to get a certain item before 
you leave. When you're finished, head out the back way again. 
So many choices... Open the door 


on the right and go that way. N noni 
Well, that lake doesn’t look too }¥ i 
inviting. Let's leave it alone for the |} b r 
moment and go through that door at ff 
the other 
: end. In the jj 
waterfall |} 
room, take a (E 
stone. Looks Pick a coffin. 
like it might z 
be useful. Maybe Mi 
try Using it on the f 
The Lake. Sling and then 


Using the Sling with the stone in it. If you 

do, pick up another stone to replace it. 
There seems to be a passage under 

the rockslide, but you can’t get through Ammunition. 
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it. Is that all there is to this room, then? 
Examine the room very carefully. 

Go back past the lake and the skeleton 
and to the crossroads. Now take the left 
door. You're in a room with a pedestal and 
a trap door. Get the torches. Now notice 
that there is a hole in the wall. I penser 
what goes r 

A Secret Room. in there? 
By the way, trying the trap door 
is a bad idea. 

When you're finished in the f <1 Åi 
pedestal room, go back to the |. prs seron 
lake room. Maybe there’s a way 
to get to that key the skeleton is 
holding. If you figured out the 
last room, you should have an 
idea what to do. Use the sphere 
on the water and Take the key. 

Once you’re done in the lake room, return to the pedestal 
room and go through the door in the back. If you already tried 
that, you probably know that there’s a dragon 
waiting in back. If not, Save your game and 
try taking something. Well, wasn’t that fun? 
You'll need some of those objects, though. 
Perhaps there’s a way to protect yourself. 

Return to the mirror room now. There’s 
probably more to this room than meets the 
eye. Although you wouldn’t want 
seven years bad luck, then again, 
you won't last seven years in this 
place anyway. : 

The next room looks like some- 
where the dragon has been hanging 
out. It’s just 
too hot to 
bear. You'll 
need some f 
help here. Not that hot! 
Perhaps 
you have a garment that will protect 
Tán =| you for a moment while you seek a 

We're frying now. better solution? 


SARROWV 


Brrr... Turn up the heat! 
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That bridge looks fine. 
Go ahead and cross it. Oh. 
Not the old Troll under the 
bridge bit... Well, you can get 
past him, too, if you aren’t 
too gentle. 

What's this? Can't you go ETEN in this castle without 
e getting in the way? Well, this cyclops can be taken 
down a notch. Perhaps there’s 
something in your arsenal that will 
do the job. Still I wouldn't want to get 
too close. That weapon looks nasty. 

Once you've taken care of the 
cyclops, look at the well. Perhaps 
you can find something if you bring 
up the bucket and Open it. 

You're in the castle hallway 

Cyclops and Well. now. There are two doors to the 
left. Go through the first door to the 
library. There’s a lot to explore here. 
You want to look in everything and 
read all the books. Take everything 
you can. 

When you get to the room with 
the globe and the fireplace, examine 
everything. Did 


ra you read the SS — 
-P a scrolls you got The Castle Hallway. 
ANN Fà in the library? There’s a clue in them. 
OG <> When you're finished in the library, 


a return to the hall- 
E S | way and take the 
—_ second door on the 

DESK | left. This one leads 
Iescrou 3 Í to the laboratory. 
_@SCROLL 4 You may want to 

ŽKEY 5 save at this point so 
NGLASSES you can explore the : 
E lab and have some The Globe Room. 
fun. Be careful. This is not a friendly 
laboratory and the scientist who was 
working here wasn’t making love potions. 

Before you return to the main hall, take the stairway down 

into the garden. That fountain wouldn’t be good for drinking, 


Scrolls and stuff. 
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but there is an item 
J there. It looks like a 
flute. Perhaps you 
can get it. But maybe 
you need something 
to protect your hands. 

> Use the Gauntlet on 
Will someone feed the Laboratory Pet? Self and get the Flute. 
When you are finished in the garden, return to the hallway. By 
the way, if you're sure you won't need them anymore, you can 
get rid of any extra items by using the Leave 
command and dropping them into the fountain. 

Now Open the door at the end of the 
erin and enter the banquet hall. There are 
three doors here. 
Use keys to unlock 
them. If you can’t open all of them, 
maybe you're missing something. 

Go through 
the right-hand 
door to meet 

ene the Sphinx. This 
The Banquet Hall. legendary crea- 
ture is full of riddles. When you try to 
move past it, it speaks and asks you a 
riddle. Figure out the riddle to get past. By 
es SEE the va take a good loo at ee 
ea i alae eg Sg room. Try to notice anything tha 
ees Ge ETI h T might be a clue for later. That's all I’ll 
PASS. ___.__.__._| tell you for now. 

Once you have the item the 
Sphinx is looking for, Use it on the Sphinx and you can pass. 

Now proceed up the stairs. There are some secrets in this 
room. Examine the map in particular. When you're finished, 
head up the ladder. 

Don’t be too dazzled by the girl. 
Save the game and then try some stuff. 
You'll find out that things are still not 
as they seem. There’s a way to survive 
the shock, though. Get the blade and 
go back to the banquet room. 


184 


Shadowgate 


Take the left-hand door this time. 
There’s the silver horn. That’s nice. But 
what's this? Another hell-beast? Well, 
you can take care - 
of it, too, but I 
wouldn’t try the 
arrow. Figure it 
out and then get ff 
the horn. Don’t 
leave too soon. 
There’s a ladder, 
and you know 
what that’s for. 

Looks can deceive. Climb the ladder 
and meet your next fiend. This wyvern is 
not going to let you get that talisman. 
There’s a way to make 
this guy see stars though. 

With the talisman in hand, go back to the 
banquet hall. Now open the middle door and 
go on in. Get the torches and take the left door 
from the passageway. You're out on a bal- 
SANA cony with the lightning for company. It seems 
like a pretty stormy night. Not a good place to be. However, there 
is a way to protect yourself from lightning. 


To the left is death by lightning, but there are treasures to find. 
To the right is the old king. He's looking a little sour today. 


Get the wand and look at it closely. Then head down the 
stairs to the left. Before you take anything, Save the game. Then 
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get what you can and head back up to the passageway and take 
the doorway to the right. 

Oh my! This guy has got to get out more often! Well, 
anyway, he seems harmless enough. Or does he? I know he can 
keep a secret. That’s what he’s 
doing now. 

In the secret passage, don’t 
take the right path, unless you're 
too tired to live. Get some torches 
and move on ahead to the 
gargoyle room. They won't bother 
you if you don’t try to walk 
between them, so let’s just take the 
right-hand exit now. 

This is a nasty looking statue. 
There must be se ie you can do 


about it. There’s Te p iNi AV 


definitely a pass- 
ageway behind it. 
Maybe you have some reference material 
that could help... 

Once you pass the demon fountain, |% 
you'll be in a switch room. This one is Es 
pretty tricky. Save the game now. There 
was a clue earlier in the game, but you 
may have missed it. If you don’t 
remember, you can try to throw the 
switches, or check for the answer in the 
Secrets section of this chapter. 

OK. You got the orb. So now what? - 

Try to get past the gargoyles? Well, you can, but it’s too early for 
that. I hate to tell you this, but do you remember the rickety 
bridge that you saw real early in the game? 
Yes, that’s right. You have to go all the way 
back there. Just select the Move command 
and keep clicking the back exit till you get 
to the second passageway. Remember the 
one with the book and the candles? Now 
go forward to the bridge room. 

Now go across the rickety bridge. I 
recommend using Save before trying it 

—— though. Then you'll meet the snake. 
nake charmers? What's next? 


Any si 


186 


Shadowgate 


After you deal with the snake, go back sETEVERE T 
to the EPOR room and look at that back 

wall. Open the passage there and enter. By 
now I shouldn't 
have to tell you to 
use the blue gem 
on the hole in the 
center. You'll meet somebody who 
seems pretty wise. Write down what he 
says and then Open the scroll he leaves 
behind. Notice what the scroll says. 

Now head back toward the castle. 
The Troll appears, and you think, no problem. You took care of 
him before, and you'll do it again. However, sometimes the 
same solution doesn’t work twice in a 
row. Maybe you'd better try some- 
thing else. Continue onward to the 
gargoyle room. 

The solution to the gargoyle puzzle 
isn’t real intuitive although there have 
been some minor clues. Still, see if you 
have a spell that might work. 

In the well room, you may as 
well work the crank on the well. 
Now it’s time to examine all your F 
goods to find what works. Make 
a wish... 

Once you have figured out 
how to get past the well, you'll be 
at a river. It’s pretty obvious that ™ 
you want to Use the mallet on the gong. Then you'll meet the 
boatman. I wouldn’t want to ride with this guy, but then I don’t 
have to. You do. Give him a coin (that’s what he wants) and then 
use the Move command and step onto the raft. 

This place looks menacing. What to do? Well, if you 
examine your clues carefully, you may be able to figure out what 
happens here. If not, the secrets lie below. 7 

Once you figure out what to do in the 
skull room, proceed if you dare. Now 
you have to confront the greatest menace 
to life on earth as we know it. And if you 
can’t figure out what to do here, then all 
that rigmarole about the staff was entirely 
wasted on you. 
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SHH... THE SECRETS 


How do I get by the Wraith? To destroy the Wraith light up the 

odd torch you found in the second hallway. It will burn with a 

strange white flame and burn the Wraith away. 

How do I get up to the passage in the EPOR room? Try reading the 

sign twice... When you have the spell, use the Speak command 

to invoke it. 

What do I do with the Mummy in the coffin room? Try a torch and 

see what he’s holding. 

What am I missing in the Waterfall Room? There’s another secret 

passage. Use the Move command and point to the dark place to 

the left of the waterfall. 

What do I do with the hanging rock? Maybe if you Hit it, something 

will happen. 

In the Pedestal Room, what do I do? If you got Bag 1, open it and 

take the White Gem. Use the White Gem on the hole in the wall 

to get the the sphere. 

How do I get the Sphere back out of the ice? Use the torch on the ice 

to melt it a little. Then take the sphere. 

How do I get the objects from the dragon’s room? Pick up the shield 

first, then get the hammer, the helmet, and the spear. Don’t try 

to get the torch or anything else, though. The shield is only good 

for four blasts, then it’s slag metal. 

How do I get through the mirror room? Use the hammer on the 

middle mirror. Then use Key 3. 

Vg Tes ceeea? How do I get through the Firedrake past the 

Es Paa T mirror? First, wear the cloak (Use cloak 

as i : on Self), then use the sphere on the 
flames. You lose the sphere at this point, 

but you won't need it anymore. Without 

the fire, the Firedrake dies. 

How do I get past the Troll? Use the spear 

on him. 

How do I get past the Cyclops? Try loading up the Sling and 

tossing a stone at him. By the way, he isn’t dead. If you want, 

give him a taste of the sword, too. That will finish him off. You 

don’t have to do that, though. 


What do I do in the library? 
You need to take the book off 
the desk and take all the 

2 =| objects inside the desk. Then 
read the books and write down any clues. Then place the red 
gem in the hole. 
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What do I do about the globe? Did you read Scroll 3? Use the 
Terrakk spell, then Open the Globe and take its contents. 
What do I do in the Laboratory? The only thing you need there is 
the holy water. To get it, you might examine that handle in the 
ground a little more closely. Open doesn’t work, but Use does. 
What can I drop in the fountain? Key 1, Key 2, Key 3, the shield, 
the sword, the hammer. How’s that for starters? 
How do I get past the Sphinx? If you can figure out the riddle it 
asks, find the object described. 
Where do I find the object the Sphinx asks for? There are actually six 
different riddles. The ones that come up most often are “First I 
was burnt...” which is the horseshoe or “Long neck and no 
hands...” which is the broom. The others are: “Eyeless tho’ that 
may be...” is the skull from the library; “It has towns but no 
houses...” is the map from the library; “If you look at me...” is 
the mirror from the banquet hall; “I at fires attend...” is the 
bellows from the library study. 
What do I do with the map in the observatory? First, take the star 
carving. Then Open the map and get the Rod. 
How do I get past the werewolf? Silver bullets work, but perhaps a 
silver arrow would do in a pinch... 
How do I get the silver horn? Use holy water on the beast. 
How do I get past the wyvern? Use the star carving from the map 
in the observatory. 
How do I open the middle door in the banquet hall? You didn’t search 
completely in the banquet hall. Try using your torch to uncover 
what's hidden. 
What do I do to avoid the lightning? Find the hole in the wall. Now 
place the Rod you found behind the map in the observatory into 
the hole. 
What do I do in the room with the royal skeleton? First, he’s wanting 
to hold something regal, so how about giving him the scepter? 
OK. I gave him the scepter. But my last gem doesn't fit into the hole. 
What do I do? Do you have the ring? If you don’t, you have to get it. 
Where do I get the ring? Did you try playing the flute when you 
first got it? 
How do I get past the demon 
E Tie fountain? This is a little tricky. 
Put on the glasses (Use them 
= on your Self), then Open the 
book you took from the library. Write down what you learn. It’s 
important. Hmm. And there’s a clue about a bridge and a 
demon. Maybe use the Motari spell here. 
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How do I work the switches in the switch room? Remember the 
diagram on the stairs in the Sphinx room? 

No. I don’t remember the diagram. Then go back to the Sphinx 
room and look again. 

I don’t want to go all the way back there. OK. Then throw right, 
middle, right. 

How do I get across the rickety bridge? Remember the bottle you 
got in the EPOR room? If you didn’t, you'll need to do that now. 
That bottle was impossibly light. Remember? OK. Use it on your 
Self and then cross the bridge. 

What do I do with the snake? Remember when you got the wand 
and I suggested you look at it? Well? 

How do I get past the Troll again? Try giving him a gold coin if you 
want. On the other hand, if you were paying attention, you 
would have noticed that the wizard gave you a spell that had 
something to do with being like the shadow of the wind. Try 
your new spell when he appears. 

How do I get past the Cyclops a second time? If you didn’t kill him 
with the sword the first time, too bad. No, not really. He can’t 
see you. You're still invisible. Just keep moving. 

How do I get past the gargoyles? Maybe they are allergic to bright 
lights... 

What do I do with the well? Remember the bag you got out past 
the balcony? Look inside and examine the coins. One will seem 
right to you. 

What do I do in the skull room? First, you're at the end of your 
quest. Now you have to piece together the bits of clues you've 


“FIVE TO FIND. THREE ARE JOINING TVO. THE GOLDEN 


obtained. If you still can’t figure it out, you need to put the 
talisman in the hole under the sword. Remember a clue that 
talked about the sword being the key or something like that? 
OK. Now you need to figure out the clue about “Five to find, 
three are one,” and all that. The answer is to put the blade, the 
orb, and the staff together into one mighty and mystical 
weapon. Do so by Using the blade on the staff, then the orb on 
the staff. Finally, “One to be thy pathway.” Blow the silver horn. 
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Simon’s Quest 


Distributor: Konami 
Game Type: Action Adventure 


WHAT’S GOING ON? 


Curses! It’s that old Dracula again. You thought you were well 
rid of him after Castlevania, but you’re still carrying his curse. 
Your life is torture, especially at night. But you can lift the curse. 
Just find all five of Dracula’s body parts and burn them in the 
Count's castle. He’ll come back to life, but not for long. That will 
be your chance to beat his undead butt once and for all. 


WHO ARE YOU? 


You're Simon Belmont, vampire killer—the hero of Castlevania. 


PLAYERS 


One Simon at a time. 


SCORING 

This is an adventure game, and you don’t really score points. 
You can, however, gain hearts (which serve as money in the 
game) and experience points (which can raise your level). But 
don’t worry too much about points. They're never a problem. 
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LIVES AND HOW TO LOSE THEM 


You have three lives, and they are easily lost. If your life meter 
reaches zero, that’s one life. If you fall into one of the water 
traps, that’s another one. Lots of enemies will hurt you, so you 
should be careful. Still, there’s good news... 


CONTINUES 


Yes, you can continue endlessly. Not only that, but each time 
you lose three lives, you can collect a password. So there’s really 
no excuse for not completing this game, especially with all the 
information we give you in this chapter. 

The only drawback to continuing is that you go back to 
experience Level One and you lose all your hearts. Still, it isn’t 
so important. You can easily beat Dracula as a low level Simon 
(as long as you have the right equipment). 


CONTROLS 


Up Stairs 

row Special Item 

(with B Button) Crack Whip 
Direction Pad Buy Items 


Pause Game 


Crouch 
Down Stairs 


WEAPONS 


Simon’s favorite weapon is a whip, although he can use other 
items as weapons, too. 


The Leather Whip is your basic, everyday item. You'll want 
to trade it in as soon as possible. 

The Thorn Whip is a little longer and a little more nasty 
than the Leather one, but it’s still too wimpy. 
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T- 27 -70¢-07 
Experience E-O0068 L- O3 --- Level 
Hearts - -Sa 
WHIP x 
Body Parts = Items 


(left to right) (left to right) 
Dagger 


lee SESS Silver Knife 


Heart 


Eyeball Gold Knife 


Nail Holy Water 
Diamond 
Ring i Flame 
Crystal Laurels G 


The Chain Whip will serve you well in the first part of the 
quest, but don’t get too attached to it. 

The Morning Star is the longest and strongest whip. 

The Flame Whip is the Morning Star with some magic 
flame added. It’s the latest in vampire-killing equipment. 
The Dagger is a good throwing weapon, but weak. 

The Silver Knife is stronger than the Dagger and goes 
farther, but it costs a heart for each throw. 

The Gold Knife is even better than the other knives, but it 
costs 2 hearts for each throw. 

The Flame is a pretty nifty weapon. It creates a column of 
flame that will engulf any enemies stupid enough to walk 
into it. But the flame doesn’t last long, and it costs a heart. 
The Diamond is very powerful. You can toss many of them 
at once to destroy enemies all over the screen. Each 
Diamond costs one heart. 


SPECIAL ITEMS 


In addition to the weapons, there are several special items in 
the game. 


The White Crystal lets you see what’s unseen and also 
gives you some magic. You'll get this crystal at the 
beginning of the game (for a price). 

The Blue Crystal is needed later in the game, but it 
functions like the White Crystal. 

The Red Crystal is the most powerful crystal. 

The Holy Water is one of the most useful items you'll get. 
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Buy it as soon as you can. Holy Water can damage most 
enemies, but it isn’t a very good weapon. Use it mostly to 
break blocks and reveal secret passages and hidden items. 
Garlic will weaken your enemies a little, but it’s best used 
in certain places to entice certain friends to appear. 

Laurels give you temporary invincibility. Use them to go 
through damaging swamps and to protect you in some of 
the fiercest battles. 

Many enemies leave behind Hearts. Big hearts are worth 
more than little ones, and, of course, the half hearts are 
worth less than the full ones. 

The Silk Bag lets you carry more items. 

The Magic Cross is needed toward the end of the game. 
You'll need an Oak Stake in each mansion. 


FRIENDS 


Many people in the towns will offer information or will sell you 
items. Explore each town to find out what is available. Towns 
are safe during the day. At night, it’s another matter. 

In some places in the game, special characters will appear. 
They may give or sell you important items. Watch for them. 

When you're weak, try talking to a 
priest. Priests will recharge your energy. 
Look for the cross over the door to 
identify the churches; there's one in just 
about every town. 


ENEMIES 


Oh, the enemies. You've got plenty of 
them. There are vampire bats (of course), nasty ravens, zombies, 
man-eating plants, ghostly eyeballs, and many more. You’ll 
meet them all as you travel. There are only three major 
enemies—the Grim Reaper, Vampira, and Dracula himself. 

Some enemies, like the Blobs and the Ravens, can be 
complete nuisances. They jump on you or swoop down on you, 
and they're difficult to avoid. However, you shouldn't worry too 
much about them. Just keep going and use the whip a lot. 


STRATEGY SESSION 
General Strategies 


You'll need to master a few techniques. The main one is the 
rapid-fire whip. If you have a Turbo stick, use it on the B button. 
Otherwise, just whip quickly. 


194 


Simon's Quest 


With a few exceptions, the jumps in this game are simple, 
but they can be a little tricky at times. Experiment to see how far 
Simon can walk off a particular block. You'll find that he can 
really hang by his toenails. So, when making a long jump (or a 
jump where there isn’t much headroom), go right off the edge of 
the block you're jumping from before taking off. 

Lots of times in the game, you'll need to 
gather hearts to purchase an item. There’s no 
shortage of enemies, though, so you'll have no 
trouble. However, you can make your life 
easier by learning how the game 
handles monsters. Each monster 
appears when you cross a certain part 
of the screen. Use that to your 
advantage. Find a place where there’s 
an easy monster to kill and keep going 
back and forth, making it appear, 
killing it, and making it appear again. 
In that way, you can charge up your 
hearts very quickly. 

Watch the time. On the subscreen, 
you can see the time of day by the 
elapsed game time. When it gets 
toward sunset (6 pm) the game will tell 
you what a horrible night it is for a 
curse and you'll be in the night time. In 
the towns, zombies and bats will 
appear. Outside, the same enemies face 
you, but they’re twice as difficult to 
kill. They also leave more hearts, 
though. At the very beginning of the game, try not to get caught 
out at night. The towns are still much safer. Later in the game, 
you probably won't care. Still, if you think you're going to 
have a problem, wait for the daytime before leaving town. 
Also, you can’t get recharged at a church or visit the shops in 
town at night. 

There are several kinds of tricks and traps in this game. The 
most common are false walls and floors which occur throughout 
the game. Some are simply fakes. Others have to be broken 
using Holy Water. We tell you where they occur in the section 
below. There are other tricks. For instance, there are places 
where you have to make very difficult jumps and enemies are 
standing right where you have to land. In other cases, enemy 


Fight, then move till the 
screen scrolls. 


Another Zombie 
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monsters will be patrolling at the top or bottom of a stairway. If 
you wait and use good timing, you can avoid most of them. 

In general, you don’t have to be concerned with dying. Since 
you can continue as many times as you like, the best thing to do 
is keep going in the direction you need to go. Once you have an 
item (other than hearts and experience points), you can’t lose it. 
So just forge ahead. Every time you die or continue, you'll start 
from where you were at the time. So there’s no major penalty for 
dying. Of course, if you're a purist, you'll want to try not to die 
at all. Still, the game is easy to beat, even if you don’t do very 
well. Just don’t give up. 

In the rest of the chapter, you'll learn how to succeed at this 
game. Play the game by following these instructions, or try to 
play it on your own. There’s no one exact way to play. Our 
suggestions are not the only way. However, you will need 
certain items at specific points during the game. If you use our 
suggestions, you'll always have the items you need and 
weapons powerful enough to breeze through the game. We 
don’t tell you about every clue you'll encounter. You should 
explore each town you come to and talk to all its citizens. You'll 
learn some additional information. We assume that you'll 
explore the towns yourself. 


Getting Started/ The East Lands 


At the beginning of the game, you find 
yourself in the town of Jova. Start by 
going East and down the first stairway to 
find the hooded figure. Buy the White 
Crystal for 50 hearts. See the doorway 
near the hooded figure? You can buy 
Holy Water there, but you'll need another 
50 hearts to do it. So go out of town to the 
The White Crystal. East and fight the wolves and the 
Freddies. The best place to go is in the middle of the first path 
(before the steps). Standing there, you can move back and forth 
and get the wolves that keep appearing. But be careful. If night 
falls while you're still out there in the big world, you'll suddenly 
find that your enemies are much fiercer and tougher. Now, 
instead of two hits, it takes four to beat the wolves. If you do get 
caught out there, whip the wolves, back up, then give them 
another crack. Don’t stand still or they'll pounce on you. 
Head back to town and use the green scary zombies as 
target practice for your whip. They’re stupid enough to rush at 
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you. Go up one flight of stairs and park yourself in front of the 
church. Use the trick described in the General Strategies to build 
up hearts in front of the church. By daylight you should have 
fifty or more. Now go buy the Holy Water. If you’re hurt, go to 
the church and talk to the priest. He'll heal you. 

Now you have to save up Pos 
another 100 hearts so you can 
afford the Thorn Whip. You'll 
find it for sale in a doorway 
in the middle of town. To get 
there, start from the East edge 
of town (on the bottom floor) 
and head West. Jump twice 
over the water, go up the 5 
second stairway, and enter 3 7 : 
the door there. Get the Thorn Whip here. 

Now that you have the three items from this town, and 
you've got a slightly more powerful weapon, it’s time to venture 

F out and away from the safety of Jova. If 
you want to make it easier on yourself, 
wait until the night has fallen and the 
morning light returns again before 
leaving. That makes it less likely you'll 
be caught out in the forest at night. 
3 z You'll notice that the Thorn Whip only 

Using the Thorn Whip. needs one stroke to destroy a zombie. 

Head East past the first path and over 
the South Bridge. Fish Men will jump out 
at you, and if you give them time, they'll 
shoot fireballs. But you can take care of 
them with one crack of the whip, so they 
shouldn't give you too much trouble. Just 
be ready with the whip finger on the 
button and keep going. 


On the next screen you'll enter the 
d Veros Woods. Take the high road; then, on 
the screen after that, go down the first 
stairway and keep going East. You'll 
reach the town of Veros where you can 
get some additional items of interest. 
Jump across the water and enter the 
first door. Walk to the end of the room 
and throw Holy Water at the wall. Now 
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you know what Holy Water is really good 
for. Walk inside and buy the Dagger for 
50 hearts. 

Now you'll need some more hearts 
before you can collect the next treasure, 
so start the usual ritual. East of the city, 
you'll encounter some F 
Ghostly Eyeballs. Jump up 
and whip them before they descend on you. 
Then, to make it onto the platform with the 

pegs Freddies, run and take off 
F just from the edge of the 
ground. If you jump too 
early, you'll fall in the soup below. It won't 
kill you right away, but it doesn’t help 
you, either. 

If night falls, go back to town and once again hang around 
the church. There are plenty of zombies for you. Be careful. This 
town has bats that fly down from some areas. The church area is 
clear of bats, though. 


When you have another 150 
hearts, go to the door at the East 
edge of town and one flight up. 
Throw Holy Water in the middle 
of the room to reveal a secret 
passage. Go down it to buy the Chain Whip. Ahh. That's better. 
A good weapon is a friend indeed. 

Go back out of town to the West and head for the upper 
path. Then go East to the entrance to Berkeley Mansion. 


Berkeley Mansion 
: = This doesn’t look good. How do you get 
anywhere on this screen? The trick lies 
in the clues you should have obtained 
in the towns. If you don’t remember, try 
the White Crystal which lets you see 
what is invisible. Aha! An elevator. 

Ride the elevator up to the landing 
and jump off to the East. You want to 
jump from the first landing over to the 
next one, but there’s an unpleasant 
looking knight over there. If you want, 
you can use your Daggers to get him 
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from long range, but you can also jump and whip him as you 
land. If your timing is good, you'll make it. If not, well, it may be 
a long swim and another life lost. — - 

Continue East and up the first 
stairs. You'll need some hearts, so 
kili any enemies you find to be 
sure you have at least 50. After the 
first stairs, go all the way to the 
West and jump up the platforms, 
then head East. Stop at the end of 
this landing. Before you jump, look 
at the ledge slightly above the one 
you're standing on. There are fake blocks there. When you jump, 
be sure to land on the third block from the end. To do it, be sure 
to run right to the end of the last block on the lower ledge, then 
jump at the last minute. Don’t worry about the first blocks 
above. They won't get in your way. 

Keep going East. You’ll meet a new 
Freddie who throws bones at you. Whip the 
| Freddie and dodge back to avoid the bones. A 

jumping attack works best. At the end of this 
landing, go down two floors and then head 
West. Now take the next staircase down, head East and break 
the wall at the end with 
Holy Water. Get the book 
and then go back West 
again, up two flights and 
to the West. Jump the 
spikes carefully and buy an 
Oak Stake from the hooded 
figure for 50 hearts. 

Now head East again and down three stairs. Head East at 
the bottom, but stop before you get to the second pillar. The two 
blocks just under it are fakes. Jump them and continue East. Up 
one more stair, you'll come to the Orb. Select the Oak Stake from 

; the subscreen and fire it at the Orb to 
reveal Dracula’s Rib. This is the first 
treasure in your quest. Use the Rib as a 
shield by selecting it from the subscreen. 

The fast way back out of the castle is 
to go back to the false floor under the 

5 second column to the West and drop 
Use the Oak Stake. down. Then head West to the first stairs. 
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Go up, then head West again. Jump from block to block and 
drop down to get to the exit. 


The East Lands, Part 2 


Leave the mansion and then head East 
through the Denis Woods and onto Dabi’s 
Path. Continue East at the top. On the next 
screen go to the bottom path and then destroy 
the two blocks to the West with Holy Water. 
Walk West to the wall and use the Holy Water 
again to reveal the Sacred Flame. Get that and continue back to 
the East and into the Aljiba Woods. 

Look out for the spiders and their webs. The spiders are 
easy to kill, but it’s best to get past them quickly. Their webs can 
be a real pain. Keep going East and past the stairway down. 
You'll be back this way again later. Keep going East one more 
screen and then you'll enter the town of Aljiba. 

You'll need 150 hearts for the next items, so go East of the 
town and gather hearts from the Zombie Hands that stick out of 
the ground. Keep going to the end of the 
path, then back to reset the hands. If night KA oo] 
falls, do the same thing. The hands aren’t 
any trouble, even if they do take twice as 
many hits. They also give more hearts. 

When you're finished gathering 
hearts, go back to Aljiba and go up the 
first stairs. At the top you’ll find a 
doorway. Throw Holy Water on the floor 
inside to reveal a basement where you can —— 
buy Laurels. Buy them twice (that gives Find the basement. 
you four Laurels) and then go to the West end of town and enter 
the door to the West of the signpost. Throw Holy Water on the 
floor and descend to buy some Garlic. 

- Return to the Graveyard and throw some 
Garlic. You have two Garlics, so just throw 
one of them (or you'll have to buy some more 
later on). You should turn the Turbo off if 
you're using it. Otherwise, you might 
accidentally throw both Garlics. If you don’t 
see the Garlic when you've thrown it, move a 
little and you'll see it where you were standing before. A 
hooded figure will appear. Talk to the hooded figure to obtain 
the Silver Knife. 


Silver Knife. 
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Still in Aljiba, there’s one more 
item of business. If you paid attention, 
you probably got the clue about 
someone wanting to meet you. Go up 
two flights of stairs at the East end of 
town, then walk West until you 
encounter the Knight. Trade your FEF EF J 
White Crystal for his Blue Crystal. Get the Blue Crystal. 


The East Lands, Part 3 


To get to the next mansion, go West from Aljiba and when you 
get to the long stairway leading down, use it. Head East at the 
bottom, being careful on the moving platforms. Step or jump 
carefully on and off them so you don’t lose a life by falling in the 
water. Keep going East until you can’t go any further. There’s a 
trick here, and if you can’t figure it out, check The Secrets at the 
end of the chapter. 


Lauber Mansion 


When you first enter the mansion, start heading due East along 
the bottom path. The best way to take care of the bone-throwing 
Freddies is to jump and whip as you approach them. If you 
whip them in mid-air, you'll be able to JE close enough. 

You'll have to make some ° 
jumps over the water, then you'll 
come to what appears to be a wall 
in front of you. By now you 
should know that all things are 
not as they seem. Jump into the 
wall to discover that it’s a fake. 
Keep going East and watch out for the moving blocks that can 
knock you off the ledge. Simply jump up and 
over the blocks and continue East. Buy an 
£ 5 Oak Stake from the hooded figure and then 

g eey head back West and up the stairs three floors. 

(AEFI +] Head East and up one more stairway. Now go 
efoto back West and jump up the blocks shaped like 
the letter L. Be careful with that first jump. Go right to the edge 
before jumping or you'll fall to the landing below. 

Once you reach the top, head East and go down the stairs. 
Head West again and down, then head East to where the Orb is 
waiting for an Oak Stake. You'll get Dracula’s Heart. Pretty 
gross, but you need it. 
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The West Lands 


OK. Now head back out of the mansion 
and go West, retracing your path through 
Jova and beyond. You'll enter the dreaded 
Belasco Marsh on the West side of Jova. 
New and more powerful enemies await 
you here, but you can use Dracula’s 
Rib as a shield against fireballs. 

When you get to the swamp, use 
one of your Laurels to protect you 
from its effects and wade through it 
to the West. Keep going until you 
reach the boatman at the edge of the 
Dead River. Talk to him and he'll take you to the other side. Be 
careful. The Fish Men can still get you when you're on the boat. 

On the other side of the Dead River, continue West, pass 
through the town of Aldora (where you can buy Laurels and 
Garlic and be healed), and go to the foal leading down. 

There are some 
false floors down W 
here. From the first } 
landing take a big 
jump to get over the 
first set of false 
blocks. Then drop 
down from the edge 
of the next ledge. The two blocks in the middle of the next 
landing are ee, so jump over them and continue on. 

When you get to the cemetery, keep 
going West until you can’t go any further. 
There’s a big jump there, and you can’t 
make it. Throw your other Garlic and a 
hooded figure will appear. Talk to the 


ECEE figure to get the Silk Bag. 


Retrace your steps, and use a Laurel to 
wade through the lava. Head up the stairs 
and to the West to the town of Andole. If you 
have 200 hearts, you can buy the Morning 
Star (the best whip available). If you don’t, go 
West out of town and kill the Mummies and 
Pirate Skeletons (floating, flaming heads) for 
more hearts. Find a good place to kill a Mummy and keep 
resetting it. Mummies often give you a full large heart. 
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When you're ready, return to Andole and 
get the Morning Star by going up two sets of 
stairs at the West end of town, then going to 
the first door East. Drop down into the 
basement and buy the new whip. Then return 
to Aldora and change your Blue Crystal for a 
Red one the same way you did before in 
Aljiba. You'll find the Knight in the middle of 
town one landing up. 

Now that you have the Morning Star and the Red Crystal, 
head East, back to the Dead River. Cross it again, then switch on 
the subscreen to select Dracula’s Heart (it’s next to the Rib) and 
talk to the boatman again. This time he'll take you to Brahm’s 
Mansion. Go to the door and enter. 


The Red Crystal. 


Brahm’s Mansion 


Jump the spikes and head for the stairs 
to the East. Climb three flights and 
head West where you need to climb 
two more flights. I know. There’s a lot 
of climbing in this game. Anyway, you 
need to climb two more flights, then 
head East again. Use the Rib to block 
the eee fireballs and make your way down at the ledge 
and down the next set of stairs. Get past the Knight at the 
bottom and jump the spikes. Use Holy Water to break the blocks 
at the end and reveal another book. OK. You already got the Red 
Crystal. Now you know where to use it. 

Head East from the book niche and get an Oak Stake from 
the hooded figure. Once you have the stake, just go straight 
down until you reach the bottom floor, 
then head East. You'll pass through a 
bat-infested hallway and into a large 
room. The Grim Reaper is there 
waiting for you. If you beat him in 
battle, you can obtain the Gold Knife, 
but if you keep on going without 
hesitation, you can avoid him 
altogether and get Dracula’s Eyeball 
from the Orb in the next room. Then you can return and defeat 
the Grim Reaper. 

To defeat the Reaper, walk just inside the room and jump up 
and start whipping him. Avoid his flying scythes and keep on 
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whipping as fast as you can. He 
takes a while to kill, but he moves 
DOCCE pretty slowly, so you should be able 
rJ m j to wipe him out before he gets you. 
j Pick up the Gold Knife and beat it 
out of the mansion. Unfortunately, 
you'll have to go all the way back 
to the beginning. There aren’t any 
shortcuts that we know of. If you walk all the way to the end of 
the top corridor, though, there is a trick trap area with a false 
wall at the East end. It saves you two stairways. 


The West Lands, Part 2 


Once you get out of the mansion, go 
West and cross the river by jumping from 
block to block. It’s tricky, but try to time 
your jumps so the block you’re on is at 
the top of its cycle. That way, you'll have 
an easier time with the longer jumps. 
Also, get used to taking off from the very F 
edge of the block. You should already 
have one foot all the way off the block Start at the low point. 
before you jump. One way to 
succeed is to stand on the opposite 
side of the block and start running 
when the block is just at its lowest 
point. Then jump as you come off the 
block. If you do that, your timing 
should be just about right. 

Once you're past the river, head 
West and defeat some new enemies. 

And you'll have the best Look out for the Ravens that swoop 

chance to make it. down on you. If you keep the whip 
going, you should get them. You'll also face the Man-Eating 
Plant, but the Rib will block its shots. DE 
Keep going until you reach the hooded 
figure who will give you the Diamond. f; 

Now head back East to the boatman 
and ride across the river again. Head 
West, through both Aldora and Andole 
and into the Jam Wasteland. Before you 
leave Andole, though, be sure to stock 
up on Laurels at the East end of town. 


Get the Diamond. 
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You'll need them. You should have at least four Laurels before 
you leave. Continue West. At the end of the road, there’s a high 
cliff, but there’s a way past it. Check The Secrets if you don’t 
know how. 

Once you figure out the secret of the cliff, you'll find 
yourself at the entrance to Bodley Mansion. Before you enter the 
mansion, try going West, but be careful. The second screen you 
reach has a very short path and then a deadly drop into the 
water. Remember how you got to Lauber Mansion? Same thing 
here. Use the Red Crystal and kneel down for a few seconds 
until a new path appears going downward. 

Now on Uta’s Path, keep going Westward and up. You'll 
have to break down some blocks with Holy Water, but keep 
heading West. Watch out for the 
flying skulls. They’re a nuisance. 
Eventually you reach a place 
where you'll see a hooded figure 
to the East in a box of blocks. 
Walk over the top of that box and 
jump on the moving platforms. 
Break the wall with Holy Water 
and get the Flame Whip from the 
figure. Now take the Flame Whip 
Get the Flame Whip. and return to Bodley Mansion. 


Bodley Mansion 


Once you get into the mansion, head East 
and go up the first stairs. Work your way 
upward from one stair to the other. Watch 
out for a false floor just before the fourth 
stairway. When you get to the top, head 
West, then East. There’s a tricky jump 

ie that will land you on 


FORCCRE 


some spikes if you : 

miss, but keep going East. Stay on the upper 
path and keep going, even though there seems 
to be a dead end. It’s another false wall. 

Now drop down a cou- PEES 
ple of landings and use Holy 
Water to break the bricks at the East end. AAR] 
Continue to go downward until you can’t go 
any farther. Then head West and find the false 
wall. Go and buy another Oak Stake. 
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After you get the Oak Stake, 
walk West and fall through the false 
floor, then continue West and down 
a floor. Go East to find the Orb and 
get Dracula’s Nail. Now head West 
and up to get out of the mansion. 
- = You'll come to a place where you 
can’t seem to go any farther, but if you 
walk through the edge of the screen, 
you'll be able to continue West. Don’t J 
bother with the stairs, but take the low | 
path West. You can’t jump on the upper 
set of blocks, but there is a way through f 
here. Check The Secrets. 


The West Lands, Part 3 


From Bodley Mansion, go West again and find Uta’s Path again 
(at the edge of the lake). This time pass the place where you got 
the Flame Whip and continue to the West. Look out for Flying 
Skulls and Flame Throwers. Jump the moving blocks over the 
water (these are pretty easy, but there are skulls to worry about 
at the same time). Keep going West until you reach Joma Marsh. 
You'll need to use Laurels to get through it. If you don’t have at 
least four Laurels left, you should go back to Andole and buy 
them. 


Laruba Mansion 


Head to the East and up the first set of stairs, then go West and 
up another stairway. Make your way East and walk through the 
screen at the end. Now head upward to find the hooded figure. 
Buy the Oak Stake, then head up the first stairs and then just 
wg] Keep going down until you reach the bottom. In 
the next room East you'll find Vampira (Dracula’s 
daughter?). Defeat her to get the Magic Cross. To 
see how to defeat her easily, check out The Secrets. 
After you get the cross, head into the 
next room and get Dracula’s Ring. Now 
head back West from this room. You can run 
right past Vampira. Keep going West and 
get some Laurels from a hooded figure just 
past some moving blocks, then double back, 
up one floor, and West again. Look out for the spiders. They can 
cause you trouble. Now make your way out of the mansion. 
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The Final Assault 


Now you need to make a long journey Wace Le 
East. Go back the way you came, past fE : 
Bodley Mansion and through the town. 
Go over another bridge (the North 
Bridge) and then through a small 
swamp. Just past the swamp, in the Dora 
Woods, you'll come to a stairway leading 
down. Go through the town of the Other 
World, and then through the Graveyard. At the 
West Bridge, use Holy Water to break the 
blocks at the beginning, then cross the West 
Bridge and keep going until you reach 
my Dracula’s Castle. You must have the Magic 
i Cross to break the blocks at the West Bridge. 


Dracula’s Castle 


At the end of the West Bridge, you'll reach 
Dracula’s Castle. Walk to the East end of 
the first hallway and use Holy Water to 
break the blocks so you can drop down to 
the stairway. Go down as far as you can 
(drop down along the 
column on the first floor 
below) and head West. Climb the first stairs 
and make the long jump over to the solitary 
column of blocks. Jump down from that 
column into the gap, drop to the bottom, and 
then head East. You’re almost 
there. 

When you enter Dracula’s 
Lair, you'll automatically throw 
his body parts into the magic 
flame where Dracula will be 
reborn. If you defeat him, you'll 
win the game. 


SHH... THE SECRETS 
What do I do at the water's edge East of 
Aljiba? This is very tricky. Select the Blue 
Crystal from the subscreen and then kneel 
down at the water’s edge for four or five 
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seconds. A secret passage will appear. It 
leads to the Lauber Mansion. 

How do I get past the cliff in the Jam 
Wasteland? It’s another a! popie: 
First select the Red ppg 

_ Crystal from the : 
soba and then kneel down for a sti 
few seconds. A tornado will appear and 
whisk you to Bodley Mansion. 3 

= In Bodley Mansion, how do I p out? The trick 
is to use Holy Water to break the blocks that 
are in your way. You're faced with an 
unusable upper path and a lower path 
blocked by a spiked ceiling and two sets of 
=! blocks. Just break the upper set p 
of blocks with Holy Water, then jump and throw $ 
the water for the blocks on the other sides of the 
gaps. At the end of the passage, there’s a false wall 
two blocks up. Hap and continue West. 

7 q How do I defeat Vampira? It's easy. Whip 
her when she’s flying around. When she 
stops and starts sending out fireballs, 
Į move to the East or West side of the room 
and duck. The fireballs will pass 
harmlessly over your head. If you use the 
Rib, any other fireballs will bounce off it. 
How do I defeat Dracula? Actually Drac’s 
not too hard to beat. First, when he is reformed from separate 
parts, he pauses a moment to get his bearings. Take the 
opportunity to get a few good cracks of 
the Flame Whip on him, but don’t stand 
too close or you'll bash into him. Also, 
use the Gold Knife on him. It’s very 
effective. Next, he'll start tossing stuff at 
you, then split into multiple Draculas and 
spin around the room. Before he starts his 
act, use a Laurel (have it ready) to protect 
you, then duck down next to the altar and keep the whip and 
Gold Knife going. Chances are you'll get him before he gets you. 
In fact, you can beat him without even using the Gold Knife, but 
that’s the recommended weapon. Just keep attacking. If you fail, 
try again. At this point, you have nothing to lose. 
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Super C 


Distributor: Konami 
Game Type: Fighting 


WHAT’S GOING ON? 


Victory is sweet. Red Falcon is shattered, and it’s all because of 
you. Your exploits in Contra are the stuff of legends, and video 
games. Ahh, enjoy your peace. But don’t get too comfortable. 
He’s baaack! 

Red Falcon only retreated after his defeat in Contra. He’s 
gone and found some nasty new friends. Not only that, but he’s 
found a way to infiltrate the minds of the soldiers of the U.S. 
Army. I guess that means that you'll have to come out of 
retirement and take care of the threat once again. Oh well, all 
that relaxation gets on your nerves, anyway. Let's go. 


WHO ARE YOU? 


You're Sgt. Bill Ko, also known as Mad Dog. If you play with a 
buddy, he or she will play Corporal Lance, whose code name is 
Scorpion. These are two rough tough dudes cast right out of 
Rambo’s mold. With their skill and a few good breaks, you can 
make it through eight tough missions and on to the final 
confrontation with Red Falcon himself. Piece of cake. 
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PLAYERS 


Play with one or two players. This is one of those games that’s 
really best with two players cooperating with each other. 


SCORING 


The goal of this game is to complete each of the eight missions. 
Points aren’t really where it’s at, now is it, Mad Dog? 


LIVES AND HOW TO LOSE THEM 


You start with three lives. Every time you get hit by a bullet or 
enemy character, you lose a life. So you'll have to be quick. You 
will gain an extra life from time to time, and when you complete 
a stage. 

In the two-player game, if one player loses all his lives, he 
can steal one from the other player. Just press Button A to 
come back in. 


CONTINUES 


You can continue three times, so you have 12 lives in all to make 
it to the end. Make them count. 


CONTROLS 


Turbo is recommended in this game. You can play it without 
Turbo, but you'll save wear and tear on your hands if you use it. 


WEAPONS 


As good as Mad Dog and Scorpion are, they love a good 
weapon. You start out with an ordinary assault rifle. It’s a 
reliable weapon, but it isn’t really your favorite. Luckily, you can 
shoot the Power-Up Capsules that float by or the stationary Pill 
Box Sensors to gain new weapons. There are seven different 
weapon types you can get: 
The Machine Gun gives you rapid fire. It’s especially handy for 
those of you without Turbo controllers. 
The Spread Gun is our favorite. We affectionately call it “The 
Spray.” With the Spread Gun, you lay down a nearly 
impenetrable wall of bullets that can wipe out whole armies in a 
micro-second. 
The Laser is the most powerful weapon. It delivers a 
concentrated beam of laser light. Laser works best without the 
Turbo. Other weapons like Turbo. 
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The Flame Thrower is another powerful weapon. When the 

flame reaches its target, it ignites and spreads out. Almost as 

good as the Spread Gun. 

The Barrier makes you invincible for a short time. It’s good to 

get, but not if you have to exchange “The Spray” for it. 

The Mega-Shell doesn’t have an identifying letter, but you'll know 

when you pick it up. It wipes out all the enemies on the screen. 
Whenever you lose a life, you also lose any special 

weapons you had. 


SPECIAL ITEMS 


Other than the weapon capsules, there aren’t any. 


FRIENDS 


Unless you are playing in the two-player mode, you won't find 
any friends in this game. Your only friend is your gun. 


ENEMIES 


You want enemies? You got enemies. Lots of them. Besides the 
endless soldiers who run madly around trying to shoot you or 
throw a grenade on you, or just run you down, you've got an 
assortment of alien monsters to worry about. For instance, 
toward the end of Mission 3, you'll encounter the deadly Babalu 
Destructoid Mechanism. This crab-like creature will walk all 
over you, if you let it. 

One of my favorite new creatures is the 
Lip-O-Suction, a toothy mouth that opens up K$ 
beneath you in Mission Six. These and other 
enemies abound, but each can be destroyed 
with well-placed shots from your guns. 

At the end of each mission, you'll face a mega- -monster. 
You'll need all your skills to defeat some of them. Just keep 
shooting, and don’t get careless. Check the Strategy Session at the 
end of this chapter for more information about your enemies. 


STRATEGY SESSION 


General Strategies 


To begin with, we'll repeat: Keep firing no matter what. There’s 
practically no dead space in this game, so keep your barrel hot. 
On the other hand, there are some skills you'll want to master: 
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Practice jumping while firing. 
You can use your jumping ability to 
avoid enemy bullets while sending 
out a spray of bullets that will often 
pick off snipers stationed above you. 
Anyway, just because you're 
jumping is no reason to stop firing! 

In Super C, enemies come up 
from behind you almost constantly. 
Be ready to turn and fire in an You can shoot at an angle 
instant, then go back to your without breaking stride. 
forward progress. However, sometimes you just can’t take the 
time to turn around, or the enemy is too close. You can almost 
always jump up and let the enemy pass under you, then shoot 
him from behind. This usually works. 

Some enemies have places where you can stand or jump 
safely. Look for those opportunities. 

If you're playing with a friend, fight cooperatively. Have 
one cover the back or the snipers above while the other covers 
the front. Sometimes you'll have to jump into a situation where 
you're surrounded by enemies. Choose sides. Also, get to know 
where the special weapons are and plan who will get them. If 
you play your cards right, both of you could end up with Spread 
Guns. Then practically nothing can get past you. 

Remember, bullets have a range. If you stand out of range, 
some enemies can’t reach you. The Laser and the Flame 
Thrower have longer range than ordinary bullets. You can use 
that to your advantage. 

Mission 1: The Gates of Fort Fire Storm. Mission 1 gets you 
started. Basically get used to shooting everything in sight. Jump 
and shoot the snipers and watch your 
back (you'll hear that a lot). You can pick 
up several weapon capsules along the 
way. Since this is the first mission, you'll 
probably get very used to it before you 
reach the end. 
So we'll just 
warn you to 
watch the patterns of the grenades that 
come out of the bunkers. And kill the 
Helicopter fast by positioning yourself 
right at the edge of the screen as it 
emerges. Once all the guns are gone, 
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get the center spot while shooting all the soldiers that come out. 
It’s pretty easy. But it’s only training, anyway. 

Mission 2: Fort Fire Storm’s Warped Mind Command Center. 
Everything is pretty basic until you meet the first tank. 
Remember, his bullets can only 
travel so far. If you have the Flame 
Thrower or the Laser, you can 
blast him from a distance (watch 
your back, though). With the 
Spread Gun, just blast away while 
avoiding his bullets. With an 
ordinary gun, you'll still get him. 
It'll just take longer. 

Make it by some more tanks and some turrets, and across the 
bridge (Flame or Spread is sage nice new Keep on going, and 
blast through the doors. Kill 
the snipers to the sides if you 
want. If your weapon is 
strong enough, you might 
not even need to. 

Now you reach the boss 
tank. This one is surprisingly 
easy to kill. Just run around 
behind it, stand just behind 
the blue gunner, and shoot 
him. Bye-bye tank. - 

Mission 3: The Tropics of Torture. Mission 3 begins just outside 
Fort Fire Storm. You'll have to get past the enemy snipers and 
other dangers. First, jump over the stationary guns. See the green 
section on their tops? You can land on that part and just leave 
those guns behind. No need to stop and waste time on them. 

Rapid Fire and Mega-Shell capsules will fly by almost 
immediately, but you probably still have SeN weapons from the 
last level. Don’t you? 7 p 

A Machine Gun capsule 
follows, then the Grenade 
Machine. This insidious machine 
can steal your lives if you aren't 
careful. Blast the machine, but run 
back and find the spot where the 
grenades don’t fall, or you'll be 
the one who gets blasted. Right 
after that, there’s a Laser capsule. 
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When you reach the lakes, things may seem pretty tough, 
but actually, this is one of the easiest sections. Just duck under 
the water whenever you’re in 
trouble. Soldiers will run by 
harmlessly, and sniper’s bullets 
can’t find you. Pop up for a few 
well-chosen shots and then 
duck back down again. 

Finally you'll reach the 
Babalu Destructoid Mechanism. 
This guy may seem tough, but it’s all in the know-how. First, 
when he comes too close, jump on top of him. And when he 
fires, go flat on the ground and he'll miss you. If you keep out of 
his way, you'll blast him away 
pretty fast. 

Once you get past Babalu, the 
very ground you walk upon 
becomes your enemy. As the 
ground falls out from under you, 
watch out for the sections that 

AEP keep falling. The second section 

KE 9 ree rq is deadly, and later, you'll come 

Ss TOA to another small section that falls. 

Keak #6 You must jump over these 

sections or be carried away and lose a life. Learn the pattern, 

and you'll be fine. Several capsules appear during this stage, 

including a Barrier, a Flame Thrower, 

and a Spread Gun. You can get these 

capsules if you're careful. But watch 

out. When the Flame and Spread 

capsules appear, you'll be over two 
sections that don’t stop falling. 

Pass a few more killer drop-offs, 
and you'll reach the end of the level. a d 
Here you meet a giant machine with four killer “ eyes.” ” Blast the 
four eyes, the machine’s a junk heap, and you're on to Level 4. 
Mission 4: Lair of the Jungle Aliens. Start out in a narrow 
tunnel. Just keep on going. The first capsule has a Machine Gun. 
Watch out for those bubbles coming out of the ceiling. They may 
look harmless, but (no surprise) they’re not. Shoot the machines 
that spit them out as you pass, but keep on going forward. 

When you reach the first room be sure to stay under the 
platforms until all the mines have fallen. Then head upward. 
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Look out for the winged 
alien soldiers and shoot 
the turret guns mounted 
in the wall. When you 
reach the top, look out for 
falling mines. 

Next you reach the 
first elevator platform. 
Machine Gun and Rapid 
Fire capsules appear. As 
the platform rises, shoot 
the turrets and then climb to the next platform. As this one rises, 
you'll have to shoot both stationary turrets and moving ones. 
Make sure you get those moving turrets. A couple of capsules 
will appear, and one of them is a 
Spread Gun. 

Shoot all the bubbles or they'll 

wipe you out. Ride the platform to 
the top and wait for the boss of 
this level. This machine sends 
down deadly laser beams that will 
kill you if you’re caught. But 
they're pretty easy to avoid. The 
beams are shot in a pattern, so you 
can avoid it. When you’ve shot 
down most of the nine lasers, the 7 
pattern gets pretty tight. However, Attack of the killer bubbles! 
there is a pattern to the shots. Watch the pattern and you should 
be able to destroy this enemy without losing a life. 
Mission 5: Massacre Mountains. This mountainous area is full 
of tricky angles. Climb and jump your way upward. Shooting 
the Pillbox Sensors will provide you with new weapons if you 
need them. Watch out for enemy soldiers who come out from 
the sides of the screen as you make your way past the rotating 
turret guns. Spread Gun and Mega-Shell capsules appear a little 
way up the mountain. 

After you climb a 
steep section, you'll 
have to watch out for 
giant boulders. Blast 
them before they crunch 
you. Remember to keep 
shooting as you jump. If 
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Hide under the platforms. 
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you have a decent weapon, you should be able to wipe out the 
boulders almost without breaking stride. However, you'll need to 
watch yourself here. Don’t go jumping blindly. Time the patterns 
of the boulders. There’s no hurry here, so just take it easy. 

At the top, you'll come to the top of a building or dam or 
something. Run along it, jumping down the stair-like levels. Be 
ready to shoot behind you. Groups of soldiers will appear. At the 
third jump, you'll encounter a 
turret gun. Shoot it or jump over it 
(or both). With a good gun, you 
shouldn’t even break stride. Just 
don’t hesitate. Two more jumps 
later is another turret. 

Now you're at the end of this 
mission. The monster that 
appears next is hard to describe, 
but its array of weapons will give 
you plenty of problems. Its killer 
heads come flying out the sides 
and crawl along the ground to kill § 
you while deadly stars drop from BS 
the bottom. To make things worse, the w. 
down on top of you if you're not careful. 

The best technique is to jump the heads while keeping a 
constant upward attack. If you’re playing with two players, 
one player can concentrate on the heads while the other gets 
the monster. 

Mission 6: Jagger Froid’s Fruit-of-the-Doom Defense. Now you 


hole monster will come 
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looks like the arteries of Red Falcon himself. Here, the Lip-O- 
Suction mouths appear rapidly while crab-like creatures attack. 
Watch for the first sign of a mouth appearing, or they'll eat you 
up. You're probably safest running along either edge of the 
screen and shooting constantly (as usual). 

Next, you meet the Krypto-Crustaceans. These dangerous 
creatures will circle you waiting for you to move. They’re really 
easy, though. Just don’t move and keep firing. Once they're 
gone, move on. 

Now you get to run the gauntlet as spiked balls come 
blasting out of either side of the screen. Spread Gun and Laser 
capsules appear, but you hope you already have the Spread Gun 
by now. Run down the middle and keep firing side to side until 
you pass this section. If you run fast and keep up the fire, you'll 
be all right. A Mega-Shell appears about half way through. 

Blast your way through the first door, then blast the second 
barrier. The screen begins to shake as you fire at the hole before 
you. In a matter of moments, you'll be face to face with Jagger 
Froid himself. Stand your ground and blast him in the mouth. 
Just watch out for the worm. You'll have to move back to give it 
room to pass, or shoot it. But don’t get hit by one of Jagger’s 
shots while you're concentrating on the worm. 

After a short time, Jagger will be gone, and the way opens 
to Level 7. 

Mission 7: Radioactive Lava Fields. To begin with, jump down 
bier gap i in ey oi aig and deed’ going down. At the first landing, 

z you'll get Machine Gun 
and Rapid Fire capsules (if 
you want them). 

As you jump from 
landing to landing, watch 
out for enemy soldiers 
that appear just as you 
jump. Wait a moment, 
then jump in behind them, 
guns blazing. Look out for 

- the firing pods. You’ll 
reel to stand back from them and fire until they are out of the 
way. These suckers are tough, so it may take some shots. But 
watch your back, too. Continue from landing to landing until 
you reach the bottom. 

You'll reach a place where there’s nowhere to go. Shoot down 
into the blue spheres to carve a path deeper into the depths of this 
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level. The best way to do it 
is to jump upward and fire 
down as you fall. You'll cut 
through fast that way. 
Watch for Machine Gun and 
Flame Thrower capsules 
along the way. 

Keep on going down 
until you reach the next 
landings. There’s a Spread Gun down here, and some new 
enemies that I call Frog Pods. Use teamwork on the Frog Pods, 
especially when you have to jump between two of them. You 
have to fire fast, before they can shoot you with their weird 
starfish. These starfish can be very troublesome, especially if 
you don’t have The Spray. Continue downward to the bottom. 
Be sure to jump together 
on the last jump in a two 
player game. If only one 
player makes that last, 
long jump alone, he dies. 

Now you meet the 

Level 7 boss, the Temple 
of Terror. Blast him in the 
center, but watch out for 
the slimy drops that fall 
from him. They'll give = 
you lots of trouble if you don’t take care of them before they 
reach the ground. Also look out for the spiky balls that he spits 
from his mouth. Still, a few well-placed shots up the middle will 
quiet him down. 
Mission 8: Red Falcon’s Poison Palace. In the Red Falcon’s 
Palace, things come at you fast. Start shooting right away and 
don’t stop. Get the Machine Gun and Flame Thrower capsules if 
you need them. 

Be sure to blast the mouths that spit spiky balls. If you take 
care of them as you pass them, you'll find it easier to deal with 
the other dangers. You'll 
come to a place where 
there are three plat- 
forms. Machine Gun 
and Rapid Fire appear 
there. However, there 
are lots of mouths. If 
you can get by without 
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shooting them, do so. However, 
the action is furious around this 
point. Just past here, there’s a 
Spread Gun. You'll probably need 
it by now. A Laser follows soon 
after. Be careful with these jumps, 
though. Some of them can be 
tricky. For the long jumps, you need to take off right at the edge 
of the platform. Be careful, though. Alien soldiers will appear 
just at the wrong time. Pick your jf 

moment with care. 

Head upward next, but keep 
an eye open for Jagger Froid’s Spit 
Soldiers. These stationary aliens 
keep up a pretty constant stream 
of bullets (or something). Be ready 
to fall to your belly and blast š 
them. Don’t run into them by f Ye ] 
accident. And watch your back. Sua oar Boeing 

Make your way carefully rag ea pissin If 
along the bridges. Lots of you get caught jumping... 
soldiers will appear as well as peewee 
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Watch for flying enemies. 


some more mouths. 

This next section can be very 
tricky. The ceiling falls in on you 
and then it goes back up and 
walls of bubbles fall at you from 
above. You’ve got to avoid the 
bubbles and any aliens who come 
along. But you can’t jump when 
the ceiling is coming down and 
you're over a gap. It won't hurt 


..you might find yourself 
i š bouncing off the ceiling into 
you when you jump over solid one of the bottomless pits. 


ground, but it will push you into 
the void if you're jumping from 
platform to platform. 

HINT: Play testers tell us that in 
a two player game, it’s actually 
easier to kill off one character 
completely before starting this 
phase. If your timing isn’t 
perfect, one dying player can 
slow the other player down and 
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get him killed, too. Once 
you reach the end of the 
level, the other player can 
steal a life from the first and 
help kill Red Falcon. 

You're almost there now. 
Watch out when Red Falcon 
appears. Don’t stand too 
close or the bubbling of the ground as he emerges will kill you. 
Then aim high and blast him away. 

That’s it. What are you waiting for, a medal? 


SHH... THE SECRETS 


Like Contra, Super C has a secret for extra men: 


Press RL D U A B and Start at the title screen to start the game 
with 10 men! 
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CHAPTER 16 


Super Mario Bros. 3 


Distributor: Nintendo 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Your old nemesis Bowser is back and he’s brought his seven 
kids along with him. They’re causing trouble in the Mushroom 
World where they've stolen the royal magic wands and turned 
the seven kings into animals. You can help, though. Get those 
wands back and restore peace to the Mushroom World. You'll 
need to work your way through the different stages and maps of 
each kingdom. In the end, you'll restore all the kings and finally 
defeat Bowser and his nasty offspring. 


WHO ARE YOU? 


Play Mario (or Luigi in the two-player game). You already know 
these guys, though they do have some new tricks up their 
sleeves. Mario can become Super Mario if he gets a mushroom. 
Super Mario becomes Fire Mario if he gets the Fire Flower or 
Raccoon Mario if he gets the Leaf. Mario can also become Frog 
Mario by finding a Frog Suit or Tanooki Mario (a kind of teddy 
bear who can change into a statue) if he finds the Tanooki Suit. 
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Fire Mario shoots fireballs which come in handy in several 
areas, but it’s Raccoon Mario who really makes this game fun. 
That’s because Raccoon Mario can fly by wagging his tail very 
fast (with a good running start, that is). Flying adds a new 
dimension to the Mario Bros. saga, so let's get to it. 


PLAYERS 


Play with one player or two players alternating. In the two- 
player game, you compete with each other for territory by 
playing a mini-game of the original Mario Bros. from the 
arcades. This is an added bonus for fans of that original game. 
Two other mini-games are also randomly presented. 


SCORING 


There are lots of ways to score points. You score points when 
you defeat enemies and at the end of an action stage when you 
have time left over. You can also score points by playing the 
memory matching game. But of course points are meaningless 
unless you save the kingdoms. 

As you progress through each action stage, it is marked with 
an M (in the two-player contest, it may be marked with an L if 
Luigi won that stage). 


LIVES AND HOW TO LOSE THEM 


You can gain extra lives for every 100 coins you collect. You also 
get extra lives by finding the hidden 1-Ups, and by collecting 
cards at the end of each stage of the game. If you collect three 
mushroom cards, you get two Marios. Three Flowers gets you 
three lives, and three Stars gets five lives. Any other 
combination gets one life. 

As you may have noticed, there are lots of ways to get lives. 
In fact, in this chapter you'll learn ways to get as many lives as 
you want. 

If you fall through some holes, you'll lose a life. There are 
also many lethal areas to avoid. 

There are several kinds of Marios. Small Mario loses a life if 
he’s touched by an enemy or enemy weapon. Super Mario 
becomes Small Mario if touched. Fire Mario or Raccoon Mario 
become Super Mario if they’re touched. 

Each stage is timed, and you'll lose a life if time runs out. 
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CONTINUES 


Basically, you can continue this game as long as you have lives. 
That's obvious. And you can also continue when you run out of 
lives, but all Action Panels completed for that world are reset, 
and you start from the beginning of the world. 

Since lives are easy to come by, you shouldn’t have any 
trouble going through the game without continuing. But this is a 
long game if you play it straight through. Since there is no 
password or battery save, you'll want to learn how to warp to 
different levels so you can stop and start the game at your 
convenience. 


CONTROLS 


Enter a doorway. 
With A: Jump out of water 


Enter an upside down pipe. Attack 


Switch to Subscreen 


Squat 


Enter pipes 
Slide down slopes Use Setkcted Magic 


Walk right or left. 
With B button to run. 


WEAPONS 


Mario uses different weapons and techniques depending on 
which Mario he is. 
Small Mario can only use other enemies to his advantage. 
For instance, he can pick up a Koopa and throw it at 
another character or a block he wants to break. 
Super Mario can break blocks above him. 
Fire Mario can shoot fireballs and do everything Super 
Mario does. 
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Raccoon Mario can use his tail to hit blocks and enemies, 

and he can wag his tail to fly (after a running start). 
Any Mario can grab a Koopa and run with it. Then he can kick it 
into an enemy (or a group of them) or into a block to break it. 
You'll use this technique many times during the game. 

Another new technique is to slide down a slope, kicking 
your enemies along the way. 


SPECIAL ITEMS 


Super Mario Bros. 3 has more special items than ever: 


The Super Mushroom changes Mario to Super Mario. 

The Fire Flower changes Super Mario to Fire Mario. 

The Super Leaf changes Super Mario to Raccoon Mario. 

The Frog Suit changes Mario into Frog Mario to swim fast. 
The Tanooki Suit changes Mario into Tanooki Mario to 
change into a statue. 

Jugem’s Cloud lets Mario skip a scene. 

The Magic Wing lets you fly through a scene until you meet 
an enemy. 

The Starman item gives you temporary invincibility. 

Use the Hammer to break rocks that block your way on the 
map screen. 

Use the Music Box to send characters to sleep on the 
map screen. 

Use the Magic Whistle to warp to new levels. 

Use the Anchor to stop the airships. 


You can carry up to 28 special items, but the 29th item will 
replace the 28th. Use these items when you are on the map 
screen. 


In addition to the special items, there are several kinds of blocks. 
Ordinary Bricks are breakable (by Super Mario or one of 
the more powerful Marios). Sometimes ordinary bricks 
contain secrets. 

Question Blocks contain secrets. Hit them to find out what. 
Switch Blocks can change ordinary bricks to coins. Reap 
rich harvests if you find a Switch Block in the right place. 
Jump Blocks have musical notes on them. Use them to 
make high jumps. 

Other blocks are unbreakable, but you never know. There 
are even invisible blocks if you can find them. 
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PLACES 


In this game there are lots of different places. It’s important to 
understand what all these locations are. The best way is to 
examine the map screen. 


Toad's House Action Stage 


Cleared Stage \ 


Hammer Bros. 


Mini-Fortress 
Spade Panel 


An Action Panel is a numbered location that marks an 
action stage that you have not completed. 

A panel marked with an M or an L is a cleared stage. Move 
through those locations on the map at will. 

The Spade Panel marks the slot machine game. Here you 
attempt to win extra lives by matching the three sections of 
a mushroom (2 lives), flower (3 lives), or star (5 lives). 

The N-Mark Spade Panel lets you play the memory 
matching game. Keep playing until you miss twice. 
Mini-Fortresses are guarded by Bowser’s servant, Boom 
Boom. Beat him to get a magic ball and to unlock doors. 
Toad’s House looks like a mushroom. Visit these locations to 
obtain very useful stuff like Jugem’s Clouds, Super Leaves, 
and other special items. 

The Fortress is where you'll meet the guardian of each 
world. Each guardian lives on an air ship. Find your way to 
his lair and jump on his head three times to defeat him and 
recover the wand. 

You'll also meet the Hammer Brothers on the map screen. If 
you run into them along the path, you'll have to fight them. 
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Win the battle, and you'll get other special items. The Hammer 
Brothers come in three varieties—Boomerang Brothers, Fire 
Brothers, or Sledge Brothers. Their names are self-explanatory. 


FRIENDS 


The king of each world and his servants are your friends, but 
don’t expect any help from them. To succeed, you'll have to 
learn how to turn an enemy into a friend. 


ENEMIES 


In addition to the familiar Goombas, Koopas, and the like, there 
are a few new creatures who have come out to play. 


Para-Goombas are flying Goombas. Jump on them once to 
make them lose their wings. 

Micro-Goombas are tiny nuisances that cling to Mario. Press 
the A button repeatedly to shake them off. 

Para-Beetles are winged beetles that Mario can ride. 

The Firesnake is dangerous because it can pass right through 
many kinds of walls. 

The Fire Chomp shoots exploding fireballs at Mario. 

The Chain Chomp is a nasty character that you should stay 
away from. Good thing he’s chained up because there’s no 
way to destroy him unless you're invincible. 

Bloober is a squid-like creature you'll meet in the water. It 
has a bunch of babies with it. The Scattering Bloober’s 
children will scatter all around. Be careful when swimming 
near them. 

The Cheep-Cheep is a spiky fish that tries to get in your way. 
The Jelectro is a jellyfish that you may find shocking. Since 
it’s invincible, you should give it plenty of room. 

The Lava Lotus grows at the bottom of the ocean and 
releases dangerous lava balls. 

Underground, you'll find Buzzy Beetle, whose new ability is 
to walk on the ceiling. 

Spike throws his spiked balls at Mario. 

Bob-omb walks around harmlessly, but when he stops 
moving, he'll flash and then explode. Don’t get too close. 
Rocky Wrench hides on airships. Bop him on the head to 
keep him from throwing wrenches at you. 

Thwomp is a giant block that tries to crunch Mario 
whenever he can. Just stay away from Thwomp. 
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Rotodisc uses its two spinning globes to harass Mario. 
Good timing will get you past it. 

The ghost you'll find in the fortresses is called ‘Boo’ Diddly. 
Wonder why? 

Hot Foot is a burning candle that can actually chase Mario. 
How does it do that? 

Dry Bones looks like a pretty sorry Koopa, but don’t take it 
for granted. It will always come back to life after a while. 
Stretch hides under the floors and waits for unwary Marios. 
The Venus Fire Trap shoots fireballs from its mouth and 
lives in pipes. Another flower is called Ptooie. It spits 
spiked balls and sometimes walks around. 

Walking Piranas look like friendly flowers, but they aren't. 
(By the way, the correct spelling is piranha, but that’s the 
way Mario spells it.) 

Munchers are black flowers that can’t be defeated. Don’t 
make the mistake of treading on them. 


Boss Characters 

Boom Boom is the guardian of every Mini-Fortress. With good 
timing, Boom Boom should be no trouble. Just jump on his head 
three times to defeat him. 

The main enemies of the game are the Koopa family and 
good old dad, King Bowser himself. They think of themselves as 
cool dudes, but with the exception of Bowser, you treat them all 
the same. Like Boom Boom, your goal is to be a headache to the 
Koopa Clan. 


STRATEGY SESSION 


General Strategies 
Master the new moves that Mario has as soon as you can. 
Especially get used to the Raccoon Suit. Also, learn to see where 
something might be hidden. If you see a jump that can’t be 
made, chances are there’s an invisible block somewhere. As 
usual, get used to using Koopa shells to your advantage. They'll 
be a big help. 

One rule of thumb: If you try to fly up to the top edge of a 
stage and the screen doesn’t move, there isn’t anything up there. 


World 1, Grass Land 


Action Stage 1-1. OK. Here we go. This first action level will let 
you experience a lot of the new features of Mario 3. First get the 
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Mushroom in the fourth Question Block. Then continue past the 
Venus Fire Trap and jump on the Koopa. Kick the Koopa’s shell 
into the question block to the right to reveal the Super Leaf. See? 
Already you get to try out your new tail. 

Jump on the Goombas and then run forward. When your 
power meter reaches full, take off and keep pressing A to flap 
the tail. Fly up and collect coins, then 
find the platforms up above. There’s a 
Question Block with a 1-Up there. 
Collect it and the rest of the coins, then 
drift down again. Before you complete 
this stage, here’s another trick. See the 
Koopa standing on a single block? He’s 
just waiting for you to jump on him 
———— and kick him to the left. Watch him 
break the blocks there, bouncing back and forth. Now walk over 
to the single block he’s exposed and hit it from below. Jump on 
the Pow to turn the rest of the blocks to coins. 

OK, now you can run for the end, collect a card, and get 
ready for the next stage. 


Action Stage 1-2. Here, you can practice your slope sliding. If 
you lost your Raccoon Suit, there’s a power-up in the first 
Question Block. If you have the Raccoon Suit, you can try this 
trick to get lots of points and maybe a free man or so. It’s hard, 
though, and there are 
easier ways to gain men 
later in the game. But 
you can try this for fun: 
Just past the Question 
Block, there’s a pipe 
that constantly emits 
Goombas. Try to wait 
until there are a whole 
lot of them on the 
screen at once, then JES ainos 
jump on them. If you 
can do it without hitting the ground, you'll get 100, 200, 400, 800, 
1000, 2000, 4000, and 8000 points. The next one you land on (and 
every one thereafter) will give you a free man. As I said, though, 
there are easier ways to get free men. 

Now go on and break the blocks below the hanging pipes. If 
you're a big Mario, you'll have to run and duck, then bash the 
block from underneath. If you’re Raccoon Mario, you can jump 
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and use your tail. Jump on the Pow you've discovered then run 
up on the hill to the left and jump to the platform next to the 
pipe. Go down the pipe to reap a rich reward. You can repeat 
this sequence as often as you like (time permitting). 

Moving onward, you'll come to two Jump Blocks. The 
second one has a power-up item hidden in it. Then there’s a 
series of three Jump Blocks. The third one has a Starman. Now 
you can finish the course and get your card. 


Action Stage 1-3. One of the most fun things to do in Mario 3 is 
to let the Koopas break the blocks for you. A short way into this 
stage, you'll find a Koopa walking on 
top of a stack of blocks. Jump on him, 
then kick him to the left. Now sit 
back and watch the fun. There are 
lots of secrets in this area. There’s 
another power-up, a multiple coin 
block, and there’s also a hidden Jump 
Block that will send you to Coin 
Heaven. Find that invisible block and 
jump on it. If you're Raccoon Mario, you can get a good running 
start and find a secret 1-Up hiding above the coins. When you're 
finished, go back down the pipe and finish the level. 
Now visit Toad’s House to get a nice item, then move on. 


Action Stage 1-4. This stage is pretty basic. Just don’t try to 
stand too long on the moving platforms. At the end, go down 
the pipe to finish the level. There are a few special blocks you 
can find if you try to break them. 

When you come out of this stage, you may see a moving 
Mushroom. That’s Toad’s special shop. It will appear if you get 
all the coins and items in Action Stage 1-4. If you enter it, you'll 
get a special item. 

Next you can play the slot machine game and try to match 
the three parts of the faces. Timing is critical here. Try to press 
the button when the first part is near the left edge of the screen. 
Then press the next one when the middle part is near the 
middle. Press again when the bottom part is somewhere near 
the left edge. You'll need to practice the timing, but don’t worry. 
You'll get lots of opportunities. 


The Mini-Fortress. The first mini-fortress is no problem. Just 
time your jumps to avoid the spinning globes and other 
hazards. Beat Boom Boom to open the lock and destroy this 
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fortress. Just get near him, 
jump up and land on his 
head. Almost immediately, 
jump on him again. If your 
timing is good, he’ll be 
helpless and you'll get him 
in three quick jumps. Learning this timing makes Boom Boom 
go bye-bye fast. 


Action Stage 1-5. Begin by using your slide move down the hill, 
wiping out the Beetles in your path. Then, at the bottom, kick 
the Beetle into the flower to get rid 7 5 
of it and continue. Go up the first ; E=} 
slope and jump toward the top to 
reveal an invisible Jump Block. 
Jump on it for another trip to 
Cloud Heaven. Another 1-Up is 
hiding high above the coins, if you 
can fly up there. Back down the D nna. 
pipe, continue to the right and S= 
jump down the first hole (being careful of the flower). Make 
your way to the last pipe, go up it, and complete the level. 

You may see an N-Spade area moving now. Go intercept it 
and turn over the cards to see if you can score. 


Action Stage 1-6. This stage mostly tests your timing, but just 
past the two Jump Blocks there are some hidden items. Use the 
Koopa shell to eliminate blocks, then find the multiple coins, the 
power-up item, and the hidden 1-Up. There’s also just enough 
room to get airborne and do some flying. Be careful at the end of 
the stage when you run for the end. There’s a Koopa in your 
path, so you don’t want to bump into it as you run. 


The Fortress. When you enter the Fortress, the King’s servants 
tell you about his problem and then you find yourself at the first 
Air Ship. Avoid all the 
cannonballs and rockets (you 
can jump on them) and go to 
the back of the ship where 
you'll meet Larry Koopa. 
Jump on his head three times 
and he’s history and so is 
World 1. 
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World 2, Desert Land. 


By now you have collected some items. You can use these items 
before picking a stage. For instance, use a Cloud to skip a stage. 
Use a Super Leaf to power up if you've been damaged in a 
previous round. Don’t forget. Those items won’t do you any 
good unless you use them. Also, you'll certainly meet the 
Hammer Brothers in each world. Get used to defeating them for 
still more items. Finally, I won’t tell you about every Spade 
Room or Toad’s House. You can visit them as you choose. 


Action Stage 2-1. Look out for the Jumping Blocks. Jump on 
them before they can return the favor. Then find the power-up 
in the first Question Block. A little 
further on there’s a Starman. Run to 
the right and use the Jump Blocks to 
get over the closed area. See the two 
wooden blocks? Jump between them 
to reveal a hidden Jump Block and 
then get a power-up from the 
wooden block on the left. Go inside 
the closed area and get a 1-Up. 

Get the other coins inside the second closed area and head 
for the end. Go down the last pipe before the end, hit the Pow 
there, and return to the surface to collect the coins you'll find. 
You can repeat this as many times as you want until time runs 
out. Finally, get your card to finish the stage. 

Play the slot machine again here, then go on to the next 
action stage. 


Action Stage 2-2. Get a power-up item 
at the first wooden block by hitting it 


from the side. Now ride the moving = Oa 


platform over the water. Duck and bash 
the second block you come to. If you're 
quick, you can jump on the Pow and soy 
turn all the remaining blocks into coins. 
You'll have to be very quick, though. 


Collect what you can and go through 
the pipe at the end to complete the level. 


Mini-Fortress. This Mini-Fortress is pretty basic. Just don’t get 
crushed by the Thwomps. And keep your face toward the 
ghosts, or they'll attack. Toward the end of the second room, 
you'll find a power-up. Right after that, there are three 
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Thwomps in a row. Just run full speed past them. Use timing 
and patience to get under the moving spikes. At the fourth gap 
in the spikes, you'll find the door that leads to Boom Boom. Take 
care of him in the usual way. 

OK, now you can go visit Toad’s House and get some more 
booty. Then try the pipe to get you to the next stage. 


Action Stage 2-3. There’s a power-up at the top of the first pile 
of blocks. If you need it, you can grab the Koopa shell and use it 
to break the blocks. At the top of the 
next pile of blocks is a Starman. Find yet 
another power-up at the top of the big 
pyramid of blocks. Now it’s time for 
some more Koopa fun. Find the two 
Koopas in the small enclosed area. 
Carefully jump on one, then send it 
flying. Now sit back and watch as it 
goes back and forth, breaking blocks. As 
it finishes the last level of blocks you 
can see, jump down and watch it go even further. Then jump 
down the pipe and finish the stage. 


The Desert Stage. When you enter the desert, you'll see an angry 
sun in the sky. Don’t forget about him. He’ll soon come down 
after you. Also, try not to get caught by 
the dust devils. Otherwise, just head for 
the end of the stage as fast as possible. 
When the sun does attack, try to wait 
until he comes down, then jump over him 
as he passes under you. Carefully keep 
moving forward, but don’t get caught as 
you are jumping. With good timing, 
you'll make it. 


Action Stage 2-4. Apparently there’s not a lot to this level, but 
there are a few power-ups. If you need to, use a Koopa to get 
them. Then make your way to the end. Watch out for the 
Boomerang Koopas at the end. 


Action Stage 2-5. Avoid the Chain Chomps as best you can. 
You'll find a power-up, if you need it, in a wooden block just 
past the second Chomp. Continue on, past some Koopas and a 
small water area. Then get the Koopa at the top of a pile of 
blocks and throw him to the left to break the bricks below. You'll 
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find a vine you can ascend. Collect the 
coins up there and then descend the 
pipe. Get a power-up from the lower- 
right block and find a Pow in the middle 
to turn the rest of the blocks into coins. 
Come out the pipe and you'll find 
another power-up if you need it. Then 
jump down and complete the level. 


The Pyramid Level. Jump up a couple of blocks and go in the 
door. It helps to be Raccoon Mario so you can break blocks with 
your tail. If not, you'll need to use the Beetles to break blocks. 
You'll find some power-ups and stuff under here, then come to 
the other side and finish the level. 


The Fortress. Once again, you 
hear the sad tale of a king who 
just isn’t himself these days. So 
it’s on to another Air Ship to 
save the day. Once again, you 
just have to be careful not to get 
hit by Bullet Bill or any stray 
cannonballs. About midway 
through there’s a Fire Flower if 
you want it. Then watch out for 
Rocky Wrenches. Find the pipe 
and go down to meet Morton Koopa Jr. There’s nothing special 
about beating him. Just use your jumps and you'll win. 


World 3, Water Land 


Action Stage 3-1. In this first water stage, there are a few 
interesting places. First of all, I find it handy to be Fire Mario in 
this level. I like to be able to shoot those pesky aquarian 
nuisances—especially the Bloobers with their kids. 

Anyway, in this level, just proceed to the right as usual. 
You'll find a power-up in a brick block after a while. Then, as 
you approach the end of the stage, you'll see a long solid block 
below you. There’ll be a Bloober right at the beginning of it. 
Swim down below it to find a set of Jump Blocks and a 1-Up ina 
block surrounded by coins. Oh, and if you want to avoid the 
shots of the Lava Lotus, stand on the top Jump Block and they 
won't reach you. From here, swim to the pipe at the end and 
finish the stage. 
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Action Stage 3-2. At the beginning jump carefully onto the Rail 
Lifts and then onto the stationary platform. The Question Block 
there contains a power-up. If you jump too high at first, ride the 
Donut Lift down. It’s not necessary, but it’s fun to do. 

On the next Rail Lift, be careful the fish don’t get you from 
below. At the end, be ready to jump onto the Donut Lifts and 
then onward, or you'll end up swimming. There’s a Pow hidden 
in one of the Brick Blocks. See if you can get it. 


Action Stage 3-3. In this stage, stay on the 
high ground whenever the rest of the 
world starts to look wet. That’s because 
the very ground under your feet will be 
constantly rising and falling. And look 
out! Those fish will jump very high out of 
the water. If you're clever and quick, you 
can get a power-up item from the Jump § 
Block. However, break the block to the 
right to make a hole for yourself (use the Koopa’s shell if 
necessary), then jump on the Jump 
Block and collect the item. Be really 
careful, though, or you could end up 
fish food. 

Collect another power-up item 
right after the Rotary Lift. Explore all 
you want in this stage, but basically, 
you won’t miss too much if you just 
head for safety. Go down the pipe at 
the end and finish the level. 


Mini-Fortress. In this Mini- 
Fortress, run to the right and avoid 
the Rotodiscs and Thwomps. You 
can stand safely on the center of 
the Rotodisc, if you need to. Now 
count to the fifth door and enter it. 
Collect a 1-Up there and then swim 
back to the left, past the first pipe 
to collect a power-up. Then jump 
up the pipe and back into the Mini- 
Fortress. Count 6 more doors from 
where you start out and then go through. Jump up and into that 
secret upper door and you'll be in Boom Boom’s room. You 
know what to do. 
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Action Stage 3-4. There are lots of power-ups and other items in 
this stage. To begin with, get a power-up just past the first pipe, 
then jump up on the hill. Go down 
and get rid of the three Goombas 
there. Run back up the hill and slide 
down. Just as you start up the rise at 
the bottom, jump to make it to the 
top of the next hill. Jump the three 
Koopas and proceed, collecting items 
along the way. Look out for the 
Micro-Goombas and the Flower. A 
See EY little farther 
on, you Mn meet the Cloud Man. Don’t get 
near his green balls. They’re deadly! 
There’s a 1-Up in one of the blocks where 
he appears, but you'll have to be fast to 
get it. Continue to the right, collecting 
any items you can find, and finish the 
level. Cloud Man will follow you and 
turn into a coin when you get your card. 


Action Stage 3-5. Ah, another swimming stage, but harder than 
the last one. You might want to wear a Frog Suit, or at least have 
Fire Mario’s fireballs. There are several 
places to power up in this level, which 
is otherwise pretty basic. You'll have to 
maneuver through some pretty tight 
spaces, especially through the jellyfish 
field toward the end of the stage. 

You probably want to use a 
hammer now to get on the raft to the 
island. There you can collect items and 
ay games. From the first island, sail up and to the right to find 
another island with another Toad’s House. 


Action Stage 3-6. This 


some Donut Lifts and 
a Rotary Lift. Just 

a ig 4 past the first Rotary 
DS)! Lift, kick the Koopa 
to the right to collect some easy coins. The rest of this level is 
pretty basic. 


ai E E 
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Action Stage 3-7. Right at the beginning, 
there’s a power-up in one of the Wooden 
Blocks. Get it and proceed. See the big set of 
bricks floating above you? There’s a 1-Up in 
them, if you can get to it. It naps to be Rac- 
coon Mario and 
wag your tail. 


You'll meet Spike on this level. 
Don’t get bopped by him. When 
you come to the set of blocks 
shaped like a U, you'll find a Vine 
hidden in one of them. Climb that 
for extra coins. 


EEEE E P Mini-Fortress. This Mini-Fortress starts out 
all wet, but otherwise it’s pretty straight- 
forward. Be careful around the white Ghost 
Blocks. Stretches appear suddenly, so swim 
clear of them. Through a couple of pipes, 
ees you'll find Boom Boom. 


Action Stage 3-8. Oh, no. Another sinking 
world? Well, try to stay high and dry. Get a 
power-up from the first Jump Block and 
avoid the fish. If you get caught when the 
water is low, don’t get eaten. Keep jumping to 
avoid the Mario-eating giant fish. The best 
idea on this level is to get through it alive. 


Action Stage 3-9. Almost there now. Look out for the Bob-ombs. 
Jump on them to stop them, then either pick them up and throw 
them or just get out of the way. In a few moments, they'll start to 
glow and then.blow up. And don’t get surprised by the 
cannons. Up ahead you'll find a power-up and a 1-Up. You need 
to kick or carry the white bricks, but that’s easy to do. 
Eventually you'll come to the 
pipe. Get rid of the blocks and go 
down it, then swim all the way to 
the left, as far as you can go. Swim 
down the pipe there to find a secret 
underground place. As you drop, 
angle to the right to reach the area 
with the giant Question Block. Then 
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drop down to collect the rest of the coins and continue up 
through the pipe at the bottom. 

Wear the Frog Suit and swim over to the second upside- 
down pipe you come to. Now swim up it to find the end of the 
level and hop on over to collect a card. 


The Fortress. Finally, you're at the Fortress. 
You learn the king’s woes again, and then 
you're on the Airship. It’s simple, really. 
Don’t get blown up by the cannons, burned 
by the flames, or knocked out by Rocky 
Wrenches. Keep moving forward, and 
power up at the Question Block if you need 
to. You don’t have 
to ride the Screw Platform (as I call it), 
but it adds excitement. Finally, you'll 
get to the pipe that leads to another of 
the Koopa Brothers. This one shoots 
deadly bubbles, so your timing has to 
be a little more precise, but three jumps 
on the head wins it. 


World 4, Giant Land 


Before you can go anywhere in this world, you'll have to take 
the shortcut through the pipe directly to the right of the 
beginning. This takes you to Action Stage 1. 


Action Stage 4-1. What happened? Did you shrink? Well, 
whatever it is, everything is much bigger here. Not to worry, 
though. It’s all right. Mario is 
strong. So what if the Koopa now 
weighs a ton? He can still pick it 
up by the shell and toss it around 
to break the blocks for him. Some 
tricks you can try on this level 
include jumping on the smiling 
cloud at the beginning and 
swimming up the waterfall 
between the pipes. Try jumping up on the really high blocks just 
past the waterfall. Use the clouds as stepping stones. Oh, and 
don’t forget to collect some power-ups. Finally, run into the pipe 
at the end and complete the stage. 
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Action Stage 4-2. Oh, no. Another sinking world. But with giant 
blocks this time. We don’t have all that many strategy 
suggestions for this stage. There’s a Pow you can use to collect 
lots of coins, and there are some places to explore. Trouble is, 
those fish keep wanting to make bait out of you. 


Action Stage 4-3. Another giant world, this one is guarded by a ` 
giant hammer-throwing Koopa (it looks like one of the Sledge 
Brothers). But the pipe lying on its side px 
soon takes you underground. Ee 
Buzzy Beetle shows you how he can | 
climb the ceiling. Treat brother Buzz as [$f 
you would the Koopas and dispatch } 
him quickly. Keep moving, making the 
jumps, and you can pick up a power-up 
and a 1-Up. Finally, go up the pipe at 
the end and complete the stage. áá 


[) Mini-Fortress. Meet candles that 
drop their flames on you and 
Thwomps that move sideways! 
It’s a whole new world in this 
4 Mini-Fortress. Go forward until 
you get to a place with five gray 
pipes in a row. Go down the third 
one. That'll take you on a shortcut 
to Boom Booms room. Collect the 
power-up and find the invisible block that boosts you over the 
last jump. 


Action Stage 4-4. Swimming in the giant 
world is interesting, isn’t it? Collect the 
power-up at the beginning (in the normal- 
sized block), then swim to the right. You’ll 
notice some red balls falling from above. 
Whoever is throwing them isn’t being |i 
nice. Get rid of him if you want. Then go 
on through the pipe 
at the end. There 
isn’t much else to do. 


é 4 age i] 
meree a T f 


Action Stage 4-5. Find power-ups in the 
Question Blocks, but don’t get blasted by 
E= the cannons. Be especially careful when you 
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see the glowing shells. They reverse direction and come back at 
you. Remember, you can jump on them or duck under them. 


Action Stage 4-6. First of all, there’s a way to change the world 
back to normal size. Go forward until you find a door. Each time 
you go in the door, the world changes 
from big to small or small to big. 

Now, there’s a Starman in the big 
box formed by the bricks. Open a hole 
in it for the Koopa to come out and 
also for the Starman when you find it. 
Then bash bricks from below until it ° 
appears. If you're a small Mario, use a Koopa to bash a hole in 
the box. We’ve also found a 1-Up hiding in the box somewhere. 

Another Starman is hiding in one of the wooden blocks 
ahead, and there are some more tricks. Can you find the 
invisible blocks near one of the pipes? And try the other door 
that changes sizes. In fact, it might not hurt to explore the same 
area over again, the first time big and the next time small. You 
may find different things. At the end of this level, look out for 
the flying Koopa as you run for your card. 


Mini-Fortress. The Mini-Fortress is on a small island. Keep 
moving on the Donut Lifts if you don’t want a hot foot (and a 
hot everything). Collect the power-up 
if you need it (it’s in a block over the 
Í Donut Lifts), then continue to more 
stable ground. By the way, don’t 
bother to try to shoot the Dry Bones 
with Fire Mario's fireballs. They don’t 
help. Get some extra coins if you want 
by jumping the gray Pow, then go on 
and defeat Boom Boom. 


The Fortress. Another king, another Airship. There’s nothing all 
that tricky about it, but this Airship is longer than the ones before. 
Just prior to the end, you'll come to a 
tricky place where three gas flames 
try to get you. Time your jump past 
the first one, then stand on top of it. 
Wait until the top two flames go out, 
then jump straight up through and 
on to meet another of Bowser’s brats. 
Now you're on to the next world. 
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At this point, we'll have to take a break. Super Mario Bros. 3 is 
such a huge game that we don't feel we can do justice to it in 
one book. Stay tuned, though, for the next edition of Nintendo 
Games Secrets for a complete look at Worlds 5 through 8. 


SHH... THE SECRETS 


Mario Bros. 3 is so full of tricks and special secrets that we’re 

still learning them. Here’s what we’ve found out so far: 

The Card Game. As near as 

A Fa we can tell, there are 8 
Lo different patterns to the 


card game. Another hint 
B = 2 we can offer is that the last 


three cards in the third 

A row are always the same. 

el E Other than that, what's the 

fun of knowing it all, 

anyway? We could publish all the answers, but it’s more fun to 
play for yourself. 


Warping 


As in all Mario Bros. 
games, there's a way to 
warp from one level to 
another. In Super Mario 
Bros. 3, you need a Magic 
Whistle (something they 
seem to have borrowed 
from Link). There are three 
Magic Whistles in the 
game, and we tell you 
where to get all three. With 
these three Whistles, you can warp all the way to World 8. We 
just thought you'd want to know. 


World 1 

In this world, it’s said that if you end a level with your coins 
equal to 11 times the stage number, you'll get to a very special 
place. For instance, end Stage 1 with 11 coins, or Stage 2 with 22, 
and so forth. Some say also that the timer needs to be on an even 
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number. It may also work if you have a multiple of 11 times the 
stage number. For instance, we got it to work with 66 coins in 
Stage 3 of that level. But we can’t tell you how to do it 
consistently. It doesn’t always work. 


In Action Stage 1-3, there's 
a special trick. From Cloud 
Heaven, fly back down 
and go find a Koopa. Grab 
its shell and jump on the 
big white block. There’s a 
green block above it and a 
blue block to the right. 
Stand toward the middle of 
this block, still holding the 
Koopa shell, and pull 
down. You'll fall through SSSSSSSSsssssssssssssssss 
this block, and now, when you run for the end of the stage, you'll 
be behind everything. Instead of getting a card, you'll find 
yourself in a secret room where you'll get a Magic Whistle. 


VS VS VS US US In the Mini-Fortress, you 
AAA can perform a great trick 
LAILA and get the second Whistle. 

LLA You must be Raccoon Mario 
to do it though. Just before 
you get to the door at the 
end, jump on the Dry Bones 
to stop him from bothering 
you, then get a good 
we running start to the left and 

TaS VAS VAS PAS AS aS fly over the top of the wall 

LALALA A tothe right. You ‘ll go all the 

way off the screen, but if you run all the way to the right, you'll 
come to a secret room where you can collect a Magic Whistle. 


In case you missed it, try flying at the end of Action Stage 1-6. 


World 2 


In Action Stage 2-1, in case you hadn't noticed, you 
can fly up above the first closed area and enter the 
pipe there. Bash your way in with the Raccoon’s 
tail. Then hit the Pow and collect the coins. 
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If you get all the coins in Action 

Stage 2-2, you'll make another 

Æ 0099 Mushroom House appear. However, 
you'll need to get all the coins in the 

ss first pass, then activate the Pow and 
get all the coins that once were 

blocks. To do that, you'll have to ride 


the platform to the right, then swim back the way you came and 
ride the platform again. 


In Action Stage 2-3, you may be able to collect a lot of coins if 
you do some flying first. 


In Action Stage 2-4, the secretisto p 
fly up along the left edge of the 
stage. Break your way to the top 
and you'll find a whole world of fF 
coins. Collect all you can, § 
including the ones hidden in the 
blocks. Use the Koopa to help you 
up to the next row above the 
blocks. Find the Pow and jump on == 
it so the blocks in the lower world ets a 

will also be changed to coins. You can collect a pretty fair share 
of money before you complete the level. 


After you complete Action Stage 2-4, 
fight the Hammer Brothers. Get the 
Hammer from one of them and then 
use it on the rock in the upper right 
corner of the map screen to reveal a 

GSAS 7 secret path. Now fight the Hammer 
mes 4@ 43% | Brothers in that secret area to get the 
Yaw a Æ] third Magic Whistle. 


In the Pyramid Level, take the upper 
path and you should find a 
downward-facing pipe that’s pro- 
tected by wooden blocks. There’s an 
invisible block right where you need 
it. Find it and jump up the pipe. Get 
the Pow on the bottom block and then 
collect all the coins. When you are 
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done, the rest of the blocks will turn to coins, too. Now go back 
down the pipe and head to the left to complete the level. 


In the Desert Stage, you can defeat that Sun if you take a 
Koopa along. 


World 3 


In Action Stage 3-4 
you can get 99 lives 
very easily. First, pass 
the upside-down pipe 
and keep going until a 
Cloud Man appears. 
Now run back to 
before the pipe and 
get a Koopa shell. 
Drop it under the pipe z Tare : 
and stand on the — — 

middle platform. Watch the shell go back and forth h hitting the 
Cloud Man’s green balls. And watch the 1-Ups grow. In almost 
no time at all, you'll have 99 men. 


In Action Stage 3-5 there's a hidden 1-Up. Find it beneath the 
upside-down pipe in an invisible block. 


In Action Stage 3-9, there’s 
another way to get 99 lives. To 
5s] do it, get a Koopa and drop it 
between the two cannons you 
find under the row of Wooden 
Blocks. The Koopa will bounce 
back and forth and hit the 
cannon balls as they emerge. 
Sit back and enjoy the fun. 


World 4 


There’s a secret vine you can get 
in Action Stage 4-5 if you use 
the cannons to help you. Find 
the place where there are three 
cannons and jump up and tap 
the block that is almost off the 
screen. If you want, use a 
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cannonball for extra height, though you may not 
need it. Then jump over on the highest cannon 
(on the right) and make the long jump to the 
vine. At the top of the vine you'll find the 
Tanooki Suit in the Question Block and a Pow. 
When you return to the regular world, lots of 
secret coins will be waiting for you. Drift down 
= collecting coins and using the Tanooki’s tail to 
keep you floating. 


The rest of the secrets we either already gave you, or you can 
discover for yourself. Remember, there's more Super Mario Bros. 
3 to come in the next edition of Nintendo Games Secrets. Hope 
you're having fun... 
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Swords and 
Serpents 


Distributor: Acclaim/LIN 
Game Type: RPG 


WHAT’S GOING ON? 


The Serpent is here! The Serpent is here! Get your swords and 


As usual, there’s a nasty creature (yes, the Serpent) who is 
making life miserable for everyone in your kingdom. Gather 
together four hardy adventurers and enter the Serpent's 16-level 
dungeon. Can you find and defeat this legendary creature? 


WHO ARE YOU? 


You get to create up to four characters (or use the four preset 
characters that come with the game). When you create your own 
characters, you can ‘roll’ your own. What that means is that the 
program will scroll the numbers representing Strength, 
Intelligence, and Agility. When you’re ready, press the button to 
stop the numbers. If you like what you see (you get a good roll), 
accept that character. If not, roll again. The highest number you 
can roll is 14, so if you can roll all 14s, you have as good a 
character as you can at the beginning of the game. As the 
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characters move up in experience, their statistics should 
improve. Eventually they'll be strong enough to succeed. 


PLAYERS 


Swords and Serpents is an unusual game. Play it with 1, 2, or 4 
players. In the two-player game, one player controls two party 
members while the other controls the other two. In a four-player 
game, each player controls one character. 

One game player is designated the leader. He or she is the 
one who moves the characters through the maze. However, the 
other player(s) decide when to cast spells, when to fight or run, 
and what equipment their characters will wear. Of course, the 
four-player game requires the NES Satellite 4-Player Adapter™. 


SCORING 


There is no scoring in this game, but you will want to watch 
your experience points. For instance, you only need 100 points 
to advance from experience level 1 to level 2. However, by the 
time you reach level 8 or above, you'll need 6400 points to 
advance. The highest level attainable is level 16. 


LIVES AND HOW TO LOSE THEM 


Your characters wander through a dangerous maze. Monsters 
attack them with appalling regularity, and all you can do is fight 
your way through them. Oh, you can run away, but as the game 
reminds you, that’s cowardly. 

Whenever you battle some monsters, they try to hit you 
with their weapons, claws, or magic. When they hit you, you 
lose hit points. When all your hit points are gone, your character 
is dead. We didn’t find any other way to get killed, though, 
except for some trapped floors that can reduce your hit points. 


CONTINUES 


One friendly aspect of Swords and Serpents is that you never 
really die. If your whole party dies, they find themselves 
resurrected in the nearest Temple of healing. They lose all their 
gold, but that’s a small price to pay for eternal life. Also, if one 
or more of your party dies, you can take them back to the 
Temple for healing, and there’s no charge. 

When you're finished playing for the day, you can turn off 
the computer any time. However, you'll want to get a password 
first. You can get a password at any time during the game 
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(except during battle). When you use the password later, it 
restarts you where you were when you quit. 

The password system in Swords and Serpents is pretty 
complex. Each character has its own password (that makes four) 
and the game itself has one. So you have to be prepared to write 
down five passwords. And remember, the passwords are tied 
into the character names. Therefore, they won't work unless you 
remember what your characters were called. So write down the 
names, too. 

Everything is saved with your passwords except any 
accumulated experience points leading to the next character 
level and any automatic maps that have been generated. 


CONTROLS 


Directional Movement 
Select Options 


Save Game Menu 


I te ‘Status Me 
ls) lo ae Make Selections 


Open Character Selection 


Commands 


There are several menus of commands available during the 
game. You can see one character at a time or the status of the 
entire group. If you choose the 
entire group, you'll see what 
dungeon level you're on, how 
much money the group has, 
how many experience points 
you have (toward the next 
level), and what the current 
experience level is. 
If you choose to see one *0 TO SELECT 
S “B’ TO EXIT 

character, you can view the 

f vat NEXT 
character’s statistics, or you 


MAX 
Is CARRYING: 
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can view the inventory. In the 
inventory screen, choose an item 
to either Use, Equip, Discard, 
Trade, or Examine it. Each 
character can carry up to 6 
DISCARD IT items, and you can trade items 
TRADE IT freely between the characters. 
EXAMINE IT When viewing the inventory 
screen (and also when buying or 
selling in a store), move from character to character by pressing 
side to side on the direction pad. 


WEAPONS 


You'll find an assortment of weapons in the maze. Some you can 
buy at the Armories. You'll find several shops in the maze. 
However, other items can only be obtained as the spoils of war. 
When you defeat your enemies, sometimes you'll be awarded a 
weapon or piece of armor. There are a few extra special items 
that you'll have to find. 

Some weapons will attack more than one enemy at once, or 
take more than one shot at a single monster. Each weapon is 
rated for its efficiency (how often it’s likely to score a hit) and its 
damage level. The most powerful two weapons in the game are 
the Blood Dagger (with a 21 efficiency and a 16 damage class) 
and the Ruby Sword (with an efficiency of 15, 16 damage, and 
the ability to hit up to four monsters in one attack). Some 
weapons also help protect you from harm by increasing your 
Armor Class. For instance, the Ruby Sword also has an Armor 
Class of 2. 

You won't find these two special items (or the Spell Staff for 
your magicians) any time soon, however. At first, you'll have to 
be content with ordinary swords and the like. However, there 
are many other fine weapons to obtain. Early in the game, you 
can get the Plus 2 Sword, which helps protect you and is more 
powerful than an ordinary one. 

Some items can only be used by certain character classes. 
For instance, only a warrior can wield the Ruby Sword, and only 
a magician can use the Spell Staff. 

You can also get various items of armor, including the Mage 
Cloak with an Armor Class of 6 or the Mithril Chain which also 
offers 6 points of protection. Also look for shields, helmets, and 
special rings which offer protection. 
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MAGIC SPELLS 


Your magicians begin with two spells: Heal and Flash Fire. The 
Heal spell is essential, and you'll use it a lot. In general, we 
found little use for the combat spells, but you may as well try to 
learn them anyway. 

To learn a new spell, you have to find it written on certain 
walls in the maze. Spells are located in out-of-the-way places, 
and most levels have at least one new spell to teach. You'll know 
when you encounter one. 


Spell Points Used Result 


Heal 1 Restores 6 hit points to one character. 

Flash Fire 1 Hits enemy with lightning. 

Sting 2 A little stronger than Flash Fire. 

Shield* 1 Increases party’s Armor Class by 1 
for a limited time. 

Deadeye* 1 Makes one character’s attacks more 


accurate during one battle. 

Covers your enemies in a haze. 

Makes one character’s attack more 

damaging during a single combat. 

Passwall 1 Lets you walk through most walls. 
This spell is absolutely necessary to 
complete the game. 


Death Mist 
Strength* 


NIN 


Thunder 3 Like Sting or Death Mist, but can 
affect more enemies. 
Viper 3 It’s supposed to stun a single foe by 


injecting it with the venom of a 
thousand snakes. 


Phalanx 3 Like Thunder, but affects more 
enemies. 

Stun 4 Stronger than Phalanx. 

Major Heal 2 Adds 4-6 hit points to each member 
of the party. 

Flight* 2 Keeps your feet off the ground. Lets 
you walk over trapped floors. 

Regenerate 2 This will restore one character’s hit 
points to the maximum. 

Crystallize 5 Like a double Viper. 


* These spells have a limited duration. When they are in effect, 
an icon appears above the character window. When they are 
about to fade, they'll grow dim, then disappear. 
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SPELL , Le ight: 
ICONS 3 F 4 O AE ield, Strength, Dead Eye 
SPECIAL ITEMS 


All special items you'll find are woven into the plot of the game. 
For instance, you should be able to find certain keys to unlock 
doors. It will be obvious which keys are used with which doors. 
In other cases, the use of an item may be much less obvious. 
Some items do nothing, but are necessary to complete the game. 


PLACES 


There are also some very special areas in the game. The most 
important are the Temples. You'll learn early in the game that 
there are Temples on levels 1, 5, and 10. Your characters are 
healed completely when they visit the Temple. Even dead 
characters are automatically regenerated. 

The Armory is found on several levels, usually near a 
Temple. Although the Armory sells some very useful items, the 
best stuff is found or earned in the maze. 

In addition to these locations, there are specific places where 
you can gain clues, places where you learn spells, and more. 
There are also squares that will teleport you to another location. 
Some of these can be very useful. Others can be very 
inconvenient. Map carefully so you don’t get surprised twice! 

In addition to the teleports, 
there are also Zoom Tubes. Zoom 
Tubes will take you from floor to 
floor. Each one takes you to a 
specific place, and there are times in 
the game where you'll need to 
choose the correct Zoom Tube to 
use. Zoom Tubes are considerably 
faster than stairs, and there are 
some levels that can’t be reached 
any other way. 

Fountains are your best friends. When you find a Fountain, 
your magicians’ spellcasting points are completely recharged. 
Once you use a fountain it dries up. However, if you go at least 
two levels (floors in the maze) from the Fountain, it will be 
recharged. Remember where Fountains are. You may have to 
retrace some of your steps. 


The Zoom Tube. 
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FRIENDS 


There’s an Old Man in the game, and he keeps showing up to 
tell you stuff. Listen to him and try to do whatever he asks of 
you. He can help you get where you’re going. Other than that, 
you won't meet any friendly monsters or other allies. As usual, 
you're pretty much on your own. 


ENEMIES 


There are plenty of enemies to fight. Each has its own 
characteristics. For instance, some monsters attack a lot, and it’s 
hard even to get a chance to fight back. Others don’t attack as 
often, but they hit very hard when they do connect. In addition, 
many enemies come in different colors, and certain colors 
represent much more powerful creatures. So just because a 
monster on level 14 looks like one you met on level 1, don’t 
make the mistake of thinking it'll be as easy to fight. 

Among the monsters inhabiting the maze are various types 
of bats and spiders (the usual creepy crawlies), zombies and 
ghouls, magicians and wizards, skeletons, snakes, some 
soldiers—watch out for the axe carriers; they’re tough—and a 
few supernatural creatures. All in all, it’s an enjoyable crew of 
villains. Without the strange, unpronounceable names like the 
monsters in other games, they do their job with a serious, 
workmanlike efficiency. Anyway, they kill you just the same. 


STRATEGY SESSION 
General Strategies 


The best party contains one thief, one warrior and two 
magicians. You can choose for yourself, but you'll have to bring 
at least one magician with you to complete the game. 

Write down all clues. There aren’t so many that you can’t 
take the time to write them down. You'll find that some of them 
are essential later in the game. 

As with the clues, draw maps. The automatic mapping only 
remains for two levels and isn’t restored when you quit and 
restart the game. If you map, you can solve this game fairly 
easily. If you don’t, you're asking for trouble. Also, if you have a 
map, you'll know where items like teleports and Fountains are 
located the next time you come here. It helps a lot to know 
where the Fountains are. You can heal all your party members 
before drinking from the Fountain. If you don’t know where 
they are, you won't be prepared. 
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As always in a role- 
playing game, you start 
out very weak and pretty 
worthless at the beginning 
of the game. Your first 
order of business is to find 
the Temple. The easiest 
=| way to find the Temple 
would be to let all your 
characters die, or to use 

SERRE PoP eon oH the Last Resort command 

ur 

Promoted to a new level. characters for you. They'll 

resurrect in the Temple and you can set out from there. 
However, this is really a cowardly way to do things. 

Once you do find the Temple, you can hang around near it 
and fight and be healed until you go up some levels and gain 
some equipment (from the Armory, which isn’t too far away). 
Once you have done the 
preliminary work, explore Level 1 
and see if you can poke into every 
nook and cranny. When you're 
satisfied with your progress, 
move down to Level 2. At this 
point in the game, most of what 
you'll have to do is pretty simple 
and straightforward. That's not to === = 
say easy.... Explore the maze. 


PARTY IS PROMOTED TO 
EXPERIENCE LEVEL 2 


Level 1: Destiny. On Level 1 you encounter the Old Man several 
times. He offers a few very useful clues and helps you get 
started on your quest. There’s also an Armory where you can 
E ees buy weapons and armor, and a 
Temple where you can be 
healed. (By the way, look for a 
fast way to the Temple. There is 
a shortcut.) 

Be sure to find the Sting 
spell. It’s hidden on this level. 


Level 2: Zoom Tube. You may 
obtain some good items on this 
A not-so-friendly ghoul. level, including a Plus 1 Sword. 
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You'll want to explore a series of small, one-square rooms to find 
what they hide. Be careful of the teleporter and the Zoom Tube. 
You'll probably stumble on them once, but don’t make the same 
mistake twice. Look for the Shield spell on this level. 

There is a room locked with a gold lock. Remember that room. 
You'll be back. 


i Level 3: Threshold. On Level 3, you'll en- 
counter the first of several doors that can only 
be opened by remote triggers. They aren't 
complicated, but you'll need to explore 
carefully to find them. You'll also find the 
Dead Eye spell and a certain key. Be careful. 
As is usual in these places, the deeper you 
go, the more powerful your opposition will 
A friendly ghost? be. Be prepared to 
run, and save enough strength to make it 
back to the Temple. The next one is up 
on Level 5, and you’re probably not 
ready to make it there just yet. There is a 
Zoom Tube, however, that will take you 
back to Level 1 without stopping at 
Level 2. There’s also a Fountain to - 
refresh your magicians. Don't bet on it! 


Level 4: Secret Square. This level is fun. It hides a couple of new 
spells and a couple of fairly easy, but amusing puzzles involving 
remote doors. Look for invisible doors in 
several places. Some invisible doors can 
save you a lot of extra steps. There’s a 
Fountain just before you come to the 
stairs to Level 5. When we played, we got 
some good items like the Wizard’s Wand 
and the Red Staff during battles, but the 
Some doors are booty is randomly distributed, so there’s 
visible. Some are not. no guarantee you'll get the same items. 


Level 5: Haven. If you made it this far, you can breathe a sigh of 
relief. Even if you get killed now, you'll start from this level, not 
from Level 1. Look for two very important spells and a very 
powerful piece of armor. You may also get some other good 
items in the Armory or as a result of battle. There’s also a 
Fountain and, of course, the Temple. Explore carefully. There’s a 
lot to find on this level, including an important clue. 
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Level 6: Shocker. Level 6 
has a few tricks up its 
sleeve. In addition to the 
electric floors, it has 
some very secret areas. 
Be sure to explore the 
whole area. You may 
have to search for some 

Looks like a small nest of snakes. invisible doors. There 
are two new spells and several very important items hidden on 
this level. There’s also at least one more important clue. 


Level 7: Death. Level 7 is full of tricky hallways and square 
rooms. You'll want to find several important items and clues 
here. There’s one new spell and one Fountain as well. Look out 
for the Zoom Tube. Use it if you need it. 


Level 8: Rebirth. Level 8 is very 
confusing. Most of the walls are 
invisible, so you'll need to bump 
into them to find them. Look for 
invisible rooms. They hide useful 
items. Be careful, though. There 
are a few teleports that can make 
your life more difficult. If you 
can’t open the locked doors, EENI === 
maybe you missed something on "Pook okt JOF the Axe MAAS 
an earlier level. d 

There’s one spell on this level (though you may already 
have it) and one very important clue. 


Level 9: End of the Beginning. This |i 
level is full of tricks and traps. Head 
to the northern part of the map as 
soon as you can. If you explore 
carefully, you'll find several Foun- 
tains, another clue, and a very 
special location. Eventually you'll 
find your way to a room full of i 
Zoom Tubes. Choose the right one, Magicians can hurt you 
and you'll go somewhere special. with their spells. 


Level 10: Beginning of the End. Whew! Another Temple. And an 
Armory. Thank goodness. Now you can relax. No, don’t even 
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think it. Things are just heating up. 
Visit the Ruby Temple. Hmmm. 
How many Ruby items do you 
have now? You're missing some, 
aren't you? 

You can buy some powerful 
stuff in the Armory, but you can’t 
leave Level 10 without exploring to | oF THE Ruey Treasures 
the south and finding the special L===— —— 
items hidden there. Just be patient The Ruby Temple. 
and think over the puzzle you'll encounter in the south. If you 
think about it, you'll be OK. We got the Blood Dagger and a Spell 
Staff on this level. Maybe you'll be lucky and get them, too. 


Level 11: Sword. This level hides 
some tricks. The most important 
trick is located in the sword. There 
are also some teleports that take you 
back to Level 10. These can be 


RUBY SHORD 


TYPE: HEAPON 
EFFICIENCY: 15 
DAMAGE CLASS: 16 
cost: 


RESALE: 

FOES HIT: 
ARMOR CLASS: 
MAGICIAN: 
HARRIOR: 
THIEF: 


Examine new weapons. 


inconvenient if you stumble on 
them by accident, but they'll help 
you if you want to beat a hasty 
retreat. You'll find some money and 
a fountain on this level. There’s also 
a very important item here. Try to 
figure out where it is and how to 


get it. 


Level 12: Black Crystal. If you've been 
paying attention since the beginning, you 
can come closer to completing one of your 
quests on this level. Find an important 
item here and learn two new spells. As 
usual, look for clues. 


Level 13: The Secret Level. This level is 
very tricky. There are actually two Level 
13s. The first one is the one you got to from the Zoom Tube. 
There wasn’t a whole lot you could do in that one, was there? 
However, when you get here by what we call the “low route,” 
you'll be able to find a very important item. Be prepared for 
some fierce battles. Passwall will work only on certain walls, so 
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an wae) you may waste some spell 

3 points trying to find the right 
locations. There are a Fountain 
and a Zoom Tube back to Level 
10 if you can find them. 


i 
1 
F 
J 
i 


Level 14: Over. If you've made 
it this far, you’ve done very 
well. Learn one more spell on 
this level and fight your way to 
the stairs to Level 15. There 
isn’t too much else to do here, 
except look for more clues... 
= There are lots of ways down to 

Or this could be the result. Level 15, however, so the trick 
is to take the one that works best for you. If you're ready for 
Level 15, go for it. 


Level 15: Under. If you've done a thorough job, [age 
you'll learn your last new spell on this level. PRES 
There’s a Fountain near the stairs down. You'll BESAR 
probably want to use it. Ugly. 


Level 16: Dragon. This level is very tricky. 
To begin with, the area you're in isn’t the 
real center of the map. It’s located in the 
corners. I hope that helps you. Secondly, 
you'll need to follow a very precise set of 
moves to make it to the Serpent’s lair. If 
you've been thorough, you should be able 
Even uglier! to solve this last puzzle. 


SHH... THE SECRETS 


Here are some more clues: 
Level 1: When the time comes prepare for Victory! 
Level 2: For Victory you must pass through walls! Also find Ruby 
Glasses. 
Level 3: Find the Gold Key. Save the horseshoe. I think you'll 
know when to use it. 
Level 4: When you sense Victory, face north! 

How do you open the locks on Level 4? To open the first door, 
open the remote locks as if you were drawing the letter Z 
(Northwest corner to Northeast to Southwest to Southeast). 
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When it says, “Never do anything right,” go left and walk 
through the wall. Then walk clockwise around the corridor 
(starting to the left, of course) until you reach the door again. 
Level 5: After sensing Victory, walk straight... wall must be no 
barrier!!! 

Level 6: When walls become barriers on the path to Victory, turn left! 
Also find secret levels Alpha and Beta. Get Brass Key. Get Ruby 
Ring and Ruby Shield. Equip both. 

Level 7: When you turn left to Victory, two steps forward, one step 
back! Also find the Ruby Helmet, Ruby Crown, the Mithril Chain 
and some gold. 

Level 8: When you step back onto the path of Victory... walk straight 
until your spell fails. Also find the sandy pit. 

Level 9: When your spell fails on the path to Victory, turn right! 
Also find the Landing Pad. Zoom Tubes from North to South: 
Level 1, Level 6, Level 8, Level 13, Level 9, useless. 

Level 10: Find the Fire Sword in the Southwest and the Fire 
Shield in the Southeast. To get back solve the puzzle of Back and 
Forth. It’s not that difficult... 

Level 11: When you walk right to Victory, walk straight into a wall, 
turn right and repeat! To get the Ruby Sword, try spinning 
around in the tip. There’s a clue, but you may have missed it. 
Level 12: After repeating the steps on the path to Victory, two steps 
forward and turn West! Considering the name of this level, it isn’t 
surprising what you find here. 

Level 13: Find the Ruby Amulet after fighting through a tough 
series of one-square rooms and using Passwall between them. 
It’s toward the Southeast corner of the center area. The area you 
entered from the Zoom Tube on Level 9 is actually in the 
corners. So if you’re mapping, the area you reach from the Old 
Man on Level 1 is the real center of the level. 

Level 14: When you sense Victory, face north! 

Level 15: Facing West on the final path to Victory, cast your last 
Passwall! Find the stairs in the Southeast corner. There’s a 
Fountain next to it. 

Level 16: Gather all the clues and try to make sense of them. 
When you go two steps forward and one step back, you should 
be teleported to a new place. From there, you should be able to 
figure it out. 
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Teenage Mutant 
Ninja Turtles 


Distributor: UltraGames 
Type: Arcade Action 


WHAT’S GOING ON? 


Cowabunga, dudes! The Turtles’ best friend, April, has been 
kidnapped by the evil Shredder and his Foot Clan! So with your 
radical weapons and the guidance of your mentor, Master 
Splinter, you go off to rescue her! But as you find out, rescuing 
April is only the beginning of a long quest... 


WHO ARE YOU? 


The Teenage Mutant Ninja Turtles, of course! Each Turtle has his 
advantages and disadvantages in combat. Some Turtles are slow 
yet powerful, others fast yet weak. Here are the four Turtles and 
their weapons: 

Leonardo uses the swordlike 
Katana Blades. These weapons have 
good range, and Leo uses them 
with good speed as well. Most of 
your fighting will be done with Leo. 
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Raphael uses the Sais. These weapons are 
small, and their range is the shortest of all, 
but they’ re also the fastest. 


Michaelangelo uses the Nunchuku. 
This weapon has a fair range and 
speed of use, and is best used 
against smaller enemies. 


Donatello uses the Bo. This long stick is 
the most powerful of the weapons, but 
it’s also the slowest to use. You should 
only use Donatello in special situations. 


PLAYERS 


Sorry, dudes, only one shredhead at a time. 


SCORING 


You score points for knocking off the various vermin of the Foot 
Clan, collecting pizza slices (which also recharge your energy), 
and collecting special items (which are described later). You can 
go for the high score (Splinter would like that kind of devotion), 
but even more important is to defeat the Foot Clan and say 
"Sayonara" to Shredder once and for all. 


LIVES AND HOW TO LOSE THEM 


Each Turtle has eight health bars. You lose bars gradually when 
you're hit by enemies and their weapons (among other things). 
If a Turtle runs out of health, he’s captured! However, you can 
switch between the Turtles at any time, so you shouldn’t be 
using a Turtle who’s almost out of energy (of course, there are 
always exceptions). From Level Three on, you can rescue Turtles 
who have been captured by finding the building they're being 
kept in. You can replenish your energy by finding and collecting 
pizzas (see Special Items). 


CONTINUES 


You can continue twice, each time from the start of the last level 
you made it to. After that, you’ve got to start back at the 
beginning again! So make it as far as you can. 
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CONTROLS 


Directional Movement 


Pause Game 
Read Map/Select New Turtle 


WEAPONS 


Along with the Turtles’ regular weapons, you can collect special 
weapons that are left behind by defeated enemies or hidden at 
certain locations on the current level. Each weapon symbol gives 
you twenty of that weapon. You can have up to 99 of each 
special weapon, but a Turtle can only hold one special weapon 
at a time. Here are the weapons: 
Boomerang: This weapon twirls out at your enemies and 
then returns to you! If you use them right, you'll never run 
out of them. You can also share boomerangs among all the 
Turtles (see The Secrets if you want to know how—and I 
know you do). 
Scroll: This weapon shoots a shockwave at your enemies, 
totalling anything in its way. You'll need this in certain 
places when the action gets too hot and heavy for normal 
weaponry. 
Star: This weapon can go through several enemies, doing 
lots of damage. You'll use them really quickly, though. 
Triple Star: Similar to the Star, only this weapon has a 
greater “spread” of fire. 


SPECIAL ITEMS 


There are several items you'll need to find to progress in the 

game. Most of them are to be found starting with Level Three. 
Missile: Collect this to arm your Party Wagon (the Turtles’ 
van which you use to travel around the map of Level Three) 
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with ten harbingers of destruction! You will need the 
missiles to destroy both the Foot Clan’s vehicles and 
barricades on the roads of Level Three. 

Pizza: There are three different Pizza symbols. The slice 
symbol gives the Turtle that grabs it two health bars; a half- 
pizza gives four health bars; and an entire pizza fully 
recharges a Turtle! 

Rope: This is necessary for the Turtles to travel over the 
rooftops of certain buildings. It’s not really needed until 
Level Four, but you can collect some in Level Three. 


FRIENDS 


April is your friend (why else would you be rescuing her?), and 
so is Master Splinter. When you go to the pause screen, you'll 
get advice from one of them on what to do in the current level. 
Too bad everyone else wants to see you turned into turtle soup! 


ENEMIES 


There are lots of different Foot Clan members; each has his own 
attack style and, luckily, his own weakness. The major enemies 
are detailed below. 
Chainsaw Maniac: This guy isn’t looking for fire- 
wood—he’s looking for you! 
Fire Freak: The Fire Freak is too hot to handle! Not only is 
his touch blisteringly bad, but he shoots out mini-Freaks 
that bounce around the screen trying to get you! 
Foot Soldier: This ninja wanna-be throws stars at you as he 
walks towards you. If he gets close enough, he’ll start 
kicking you. When you hit him, he does a spinning jump 
into the air! 
Giant Frog: A tough foe; he jumps at you, ramming you and 
flicking his deadly tongue at you. Best avoided if possible! 
Robo: Robo walks slowly towards you, shooting plumes of 
fire from his head. When you think you've offed him, his 
head detaches from his body and flies at you! 
There are also several bosses that you'll have to face. 
Bebop and Rocksteady: These meanies are the bosses of 
Level One. Rocksteady will charge you blindly, using his 
brute strength, but Bebop will use his lethal machine gun! 
Meka Turtle: The last foe of Level Three, he looks at first 
like a Turtle, only gray. But after you've done some damage, 
he transforms into his true self—a robot! 
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Giant Mouser: This robotic head guards the end of Level 
Four. It shoots lasers at you, and also spits out Mousers! 
Technodrome: This robotic juggernaut is at the end of Level 
Five. It shoots huge electric beams at you, while Foot 
Soldiers jump out of it and attack! It’s also armed with two 
deadly-accurate cannons. 


And of course, i And he's 
the biggest ` | waiting for you, 
baddie of them v | Turtles! 
all is the | 


Shredder! 


STRATEGY SESSION 
General Strategies 


Practice your jumps, first and foremost. Using your weapons is 
easy, but you'll need perfect control of your jumps if you want 
to make it anywhere in the game. And try the various Turtles to 
get comfortable with their weapons; it’s best to use Leonardo for 
most combat, and Donatello for situations where you need his 
Bo’s range. 

Ninja Turtle weapons will take care of most enemies with 
one mighty swing, but you'll meet some tough opposition 
before you're ready to party down with April and Splinter. One 
thing a smart Turtle notices, is how to take advantage of a 
weakness. Splinter taught them that. So you'll notice that most 
enemies will freeze after you hit them. That’s your cue, dude, to 
keep on swinging. 

Another trick that works against some of the stupid Foot 
Clan is to wait for them to disappear. That’s right. Many of 
Shredder’s minor minions will walk off the screen and 
disappear forever. Just wait them out. 

Finally, you don’t have to fight or defeat every monster you 
meet. Sometimes a good ninja jump over a whole crew of bad 
guys is all you need. Save your skills for someone worthy of 
your skills—like Shredder. 


Teenage Mutant Ninja Turtles 


Check the map 
and the Turtles’ 
health, Also get 
advice on the 
subscreen. 


Level One. The first thing to do is hit Start and check out the 
map. There are lots of white dots (meaning important locations), 
but as you'll find out, most of them are red herrings! Go back to 
the screen and move as far west as you can; then run down past 
the Roller Car. Head east toward the next manhole. If enemies 
charge you, duck into it and come out again; they'll be gone! 
Continue east and enter the next manhole. 

Scurry down the ladder quickly so you’re not hit by the 
Hornet. Start out to the right; you'll see (and hopefully get past) 
your first Foot Soldier, among the other enemies. Eventually, 
you'll come to a wall with three bricks; jump it and then jump 
through the next wall. As soon as you're under the door, 
Rocksteady appears to your left and Bebop above you. Forget 


Jump over Rocksteady and get him from behind. 
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Bebop; you can’t hit him, but he can damage you. Switch to 
Donatello (you want his Bo’s power) and go work on the big 
pig. He'll charge at you, punching and jumping; you'd do best 
to jump over him and hit him with the Bo from behind. Once 
you've beaten him, Bebop runs away! Chicken! Follow him 
through the door. 

Back above ground, switch over to Leonardo again and 
head North. Go to the manhole between the brown building and 
the water. By now, you have probably lost some energy, right? 
Well, we're gonna fix that... as only pizza can! 

When you enter the manhole, you'll see a 
slice of pizza just a jump away. The first time you 
enter the manhole, there’ll also be a Fire Freak on 
the screen; on your next visits, you'll see a 
helimonster and a Mudman (two more meanies 
to deal with). What you're doing is jumping at 
the slice, hitting Start and switching to a Turtle 
that needs energy, and then going back to the 
action screen to get the slice. Once you get the 
slice, quickly jump back to the ladder, and climb 
out. Climb down and repeat the process until all Attack from 
your Turtles are fully recharged! upu 

Now enter the manhole again, for the final time. Go to the 
left. After slicing and dicing some enemies, you'll have to face 
the Giant Frog! He'll drop from the right side of the screen, and 
start to hop at you. If he gets close enough, he'll stick his tongue 
at you. Hop onto the bricks at the left side of the screen and hit 
him as he tries to get you! 

After the Frog’s flattened, continue left. Go up the ladder 
(watch out for the Fire Fiend). You’re back above ground. Head 
East and enter the blue building. A flock of dragonfly baddies 
will be soaring above you, preventing a safe jump; use 
Donatello to whack them out of the air. Go right, watching out 
for the laser-firing robot and the boomerang-throwing Foot 
Soldiers! Climb up the ladder. 

Another jumping Foot Soldier? Here’s how to rid yourself of 
these buggers. If they get a certain distance away from you, they 
won't jump at you or throw boomerangs, but just keep jumping 
up and down contentedly! Try to get this to happen with the 
Soldier. Once he’s hopping in place, get rid of him! Go left above 
the crates to the other side. Make sure you're Donatello. Why? 
When you reach the second wooden door, Bebop appears! Use 
the same “jump-over-and-let-loose” technique you used on his 
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partner in crime. Once he’s 
gone, you'll walk over to a 
grateful April, who tells you of 
a new threat... 


Level Two. Enter the dam; go 
right and defeat the Foot 
Soldier. Go up the ladder and 
collect the half-pizza. Then go 
left and defeat the Mudman! Go 
up the ladder again. Go right and defeat the final Mudman 
guardian. Don’t grab the whole Pizza until you've beaten him. 
Then climb up and go left to the door. If you fall down before 
you reach the door, you'll have to go around and try again. 

Now you're on top of the dam! 
Two Foot Soliders will run from the 
right to get you; watch out! Keep 
going right until you reach the hole in 
the fence. Switch to the Turtle with the 
most energy and go through it. 

There are eight bombs in the lake, 
and there are electric booby traps and 
stinging seaweed to make your job tough. As soon as you 
appear underwater, swim right and disable the first bomb 
(watch out for the booby trap). The clock stops while you're 
disabling a bomb, so don’t worry. Continue right, past more 
traps. Don’t go up the hole you'll see above some seaweed; keep 
going right! Disable the bomb just past a double trap. Go right 
and up past the spinning Fire Wheel. 

Don’t go left to the visible bomb; swim right. There’s a 
current that pulls you right; make sure to adjust for it. Disable 
the bomb past the double trap (you will get hit at least once, so 
make sure you can afford to be). Swim left, fighting the current, 
to the next bomb. Continue left slowly; there’s another Fire 
Wheel to pass. Get the bomb and turn around. Swim right, past 
the Wheel and the bomb between the 
seaweed, and go up. Switch to a Turtle 
with maximum energy; you'll need 
every bit of it! 

Swim up and right through the 
seaweed. Keep going right to get the } 
next bomb. Go left and down. Steer 
the Turtle against the right wall as he 
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falls. Swim right and get the bomb; 
only one left! Now you'll have to swim 
down, right and around to get the last 
bomb. Disarm it and... 


Level Three. Splinter's been kidnapped! 
So don’t just stand there; get into the n 
Party Wagon and drive north and west The sixth bomb. 

to the blue building. The first floor of the building has a Pizza 
slice; go in and out to recharge your Turtles. The second floor 
has both Missiles and a whole 
Pizza. To jump and get the 
Missiles, get under the hole and 
jump as high as possible. Then 
hold the joypad up and left. It 
takes practice, but you'll do it. 

Each Missile symbol is ten 
Missiles, so collect three or four 
symbols. Once your Turtles are 
recharged and your Wagon is 
armed and dangerous, get back 

s Æ$ into it and drive west, then 
The first Blue Building. South. Use a Missile on the 
barricade and drive east until you reach the river, then turn 
South. Park next to the blue building and enter it. 

There are Scrolls inside. Each pagmserrgrserx T 

Scroll symbol is worth 20 Scrolls. 
You should try to collect 99 
Scrolls for each Turtle (you'll 
really, really, REALLY need them 
later). But you could get away 
with 20 or 40 for each. It depends 
on your patience. There’s also a 
whole Pizza if you can make it to 
the sewer. 

Once you've got your Scrolls, 
get back into the Wagon. If a 
Turtle has been captured, drive 
South and around the building. 
Exit the Wagon and cross the 
bridge. Walk North and enter the Eastern blue building. One 
Turtle rescued! Keep in mind that you can only rescue one 
Turtle per level. 


Get the Missiles. 
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Return to the Wagon. Drive to the 
Scroll building, then drive west and 
South. Cross the bridge and head east. 
There’s a fork in the road just past the 
barricade; go South and East. Pass the 
double barricade and go North. Cross 
both barricaded bridges. Keep 
following the road until you reach yet 

Get the Scrolls, too.. another blue building. Enter it. 

You'll have to go left (watch out for Falcons) and around to 
get to the ladder; but underground is where you'll need major- 
league jumping skill. You have to pry 
work your way from left to right ee j 
across the sewer, but one fall and Figg r 
you're back outside the building. 
When you first enter, two Falcons 
attack from the right. Get them 
and drop down. Either a Fire 
Freak or Robo will be across the 
way; let it drop into the water, 
then (carefully) jump across. Two 
more Falcons and another Fire Freak/Robo will attack; you'll 
lose some energy. Another small jump and you're on a large 
ledge. The thing to do on large ledges is jump off to the right, 
causing the screen to scroll, then steer left and land on the ledge. 
This causes Falcons that would normally fly at you while you're 
in the air to fly at you on the ledge, which makes your jumps 
from ledge to ledge much easier. Halfway through the sewer, 
you'll come across half a Pizza. 

When you reach a ledge that looks like an upside-down L, 
you're almost home free. Drop down onto the next ledge and 
watch out for a Falcon; then jump over to the ladder. Deal with 
the Fire Freak/Robo and grab the whole Pizza! Climb up. 

Enter the blue building. You're heading for the roof, and the 
enemies inside should be no problem. When you reach the roof, 
whack the Falcon and wait for the enemy on the roof to fall or 
disappear. Then jump over to the building. 
Don't fall, or you'll start way back in front 
of the sewer building! Jump again and 
you'll find Splinter! 

The Meka Turtle is very tough to beat. 
At first, he’s in his Turtle form, and will try 
to jump onto you. Use the Scrolls! Once 


And the Ropes. 
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you've destroyed his Turtle disguise, 
he'll reappear in the middle of the 
screen as a robot, firing missiles at you! 
Just keep using the Scrolls and he 
should be taken care of. Finally you 
free Splinter, but is that a helicopter 
soaring up from behind you? 


Level Four. You're looking 
for underpass number 18; 
luckily, the path to it is 
fairly straightforward. And 
even better, there’s a whole 
Pizza just inside the build- 
ing where you start! 
Powering up the Turtles is 
a bit tricky thanks to the 
flying baddies coming 
from the right when you're 
trying to climb the ladder. 
Power up your shellheads and get ready for a long trip. 

The enemies from here on are a lot stronger; they can take 
multiple shots of every Turtle’s weapon except the Bo. In other 
words, using Donatello will be required for lots of areas. But 
enough worrying; let's get going! 

Finish powering up, then go right and up the ladder. 
There'll be a meanie guarding a Rope symbol; if you have 
Ropes, don’t worry about it. If you need Ropes, you'll have to go 
get them. Go left and up again. Go right and pass the 
boomerang thrower. 

Here’s where the Ropes 
finally become necessary. Your 
Turtle will throw the Rope 
automatically; all you have to do 
is cross it. Don’t jump while 
you're on it; just walk straight 
across. Otherwise, Falcons will 
attack you, trying to knock you 
off the Rope and back to the 
ground in front of the building! 

You'll use three Ropes. Then, inside the next building is a 
half Pizza. Go down through this building. OK. Are you ready? 
We'll go quickly through the rest of this level now. 
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Walk West and North, then enter 
the manhole to underpass 2. This will 
be your first encounter with the Lasers. 
They'll start to flash before they fire; try 
to destroy them or stay at a diagonal to 
them, since they only fire up, down, left 
or right. 

When you exit 2, there will be two 
manholes West of the exit; enter the 
Northern one. Now you're in underpass 3. Watch out for the 
Spikes! Go through it and then head West to the next manhole. 
You're now in underpass 6. Nothing too difficult here. 

Go through 6. Back above 
ground, go East, North and West to 
enter number 8. No problem, dude! 
Get through and climb the ladder. 
Now you see two manholes; enter 
the Northern manhole again. This 
is number 9 (halfway there)! Beat 
the Foot Soldier and climb the right 
ladder. 

Magnets ‘and Fire Pits. Get ready for a long walk to 
the East. Watch out for the bombers as they fly over you; they're 
usually not very accurate, but they 
could get lucky! Once you reach the 
wall, walk North and enter the 
manhole to number 13. 

If one of your Turtles has been 
captured, he'll be here. Remember that 
only one Turtle can be rescued per 
level, so if you’re rescuing one now, 
you won't find any captured Turtles 
here again. 

Walk West and enter the manhole to level 14. This is your 
first encounter with the Magnets and the Fire Pits. If a Turtle 

> falls into the Fire Pit, he’s gone for 
good, so jump carefully! 

Directly West of 14’s exit is 15. 
There’s a whole Pizza and a Fire Pit to 
make it interesting. After exiting 15, 
you're presented with two manholes. 

rs “al The northern one is 17, the southern 
Nasty spiked walls. one 16. 16 contains a half Pizza, but it’s 


Rescue a comrade. 


It's a Pizza, dude! 
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pretty difficult to get. Use 16 only if you really need energy, 
then enter and pass through 17. It doesn’t get ae. until you 
reach the screen with a Pizza slice. Get 3 
the slice and fall through the hole—and 
get ready to react! There are Spiked Walls 
that will come at you from both sides, so 
speed is required! What you have to do is 
run left to the hole, fall through, then run 
right, fall through, and run left for the 
final fall. The screen below is the same, so 
use the same pattern. Don’t go for the 
Pizza—you won't make it if you do. 

At the bottom, run right and enter the door. Here’s the Giant 
Mouser! All I'll tell you is that you'll need Donatello to win. See 
The Secrets if you can’t figure it out yourself. 


Level Five. With only five locations, this level is really easy. The 
locations you want to worry about are the center building on the 
map (a half Pizza at the right side of the building, 
and a captured Turtle below the floor to the right of 
the door) and the Southern manholes. One of these 
manholes is the way to the pagar 

You can tell if you’re in the right 
manhole thanks to a glitch in the game; 
if you're climbing down ladders and 
the screen scrolls more slowly than 
usual, you’re getting close to the 
Technodrome. It lies inside the door 
with the Foot Clan logo above it. See 
The Secrets if you have trouble beating Soe z 
the Technodrome. Is it the Technodrome? 


Level Six. If your Turtles are weak, you 
might as well run into enemies and use the 
continue feature; you'll need every ounce of 
energy you have. And be prepared to use 
Donatello for most of the fighting here. 
New enemies include the Jetpackers pmp m = 
that zoom around firing lasers, and 
the metallic Kangaroo that lashes you 
with its tail. There are several paths to 
the Shredder; we'll give you the 
easiest one (so to speak). 
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Watch out for the cannon; it will track you. Then 
go left and down again. Start 
running left. Be prepared for 
sudden attacks; you should 
be Donatello at this point, 
since all the enemies on this 
level take lots of hits. When you reach the 
next ladder, climb up. 

Walk to the right; here’s your 
first meeting with the Kangaroo! 
Stay on the ledge and hit it from 
a safe distance. Then run quickly 
to the right. Another Kangaroo 
will appear, but dodge it and 


— = r = jump up to the ledge. Run left 
Some Scrolls would be nice. and enter the door. 


As soon as you come through, take care 
of the boomerang soldier. Then go left, 
working your way past the cannons. If you 
can make it without falling, you can get some 
Scrolls. Once you're done here, jump down. 
Go right, take care of the cannon and jump 
down again! 

Run left quickly to avoid the Kangaroos. 
If you can make it past this cannon, you can climb down and get 
a whole Pizza for one lucky Turtle. When you're done feeding, 
drop down to the next level. Run left and fall again. This is a 
long corridor to the right; you might even be so unlucky as to 
have to take on some 
Jetpackers. Drop down 
past the cannon. We’re 
almost there! 

Run to the left until 
you reach the door. Go 
through. You should now 
be in a yellow corridor. 
Far to the right is the 
Shredder. But you'll have 
to fight your way down 
the corridor slowly if you 
ever hope to reach him. 
Good luck! 


A whole one. 
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SHH... THE SECRETS 


How do I beat the Giant Mouser? As Donatello, go right between 
the big ugly’s eyes and continually swing up with the Bo. Not 
only will you be safe from the lasers, but you'll hit the falling 
Mousers and hit the big Mouser’s weak spot—its tongue! 
How do I beat the Technodrome? Stay 
to the left side of the screen until 
the Technodrome’s electric beams 
go off—whack the Foot Soldiers 
that come at you (with Boomerangs 
if you have them). Then go right 
onto the Technodrome and start 
= hitting the cannons (Donatello is 

best for this). Once the cannons are 
gone, you'll have to jump up and 
hit the Technodrome’s “eye” when 
it’s open. 
How do I beat the Shredder? When 
you first appear in Shredder’s 
room, jump down off the platform. 
Shredder will appear there. Use the 
Bo to hit Shredder from below. When he jumps down, you jump 
up out of reach. Keep getting your shots in while staying away 
from him, and get ready for party time! 
How can my Turtles share boomerangs? When one 
Turtle gets boomerangs, have him throw three 
out, then hit Start and switch to another Turtle. 
Have him catch the Boomerangs! Repeat until 
i a ee boomeranged out. t 

Boomerangs, lf I can't find a pizza, is there any other way to 
switch Turtles, recharge my character? This is really radical. 
and catch 'em. ` Suppose you have all four Turtles, but one is in 
T pretty sorry shape. If you know where the 
rescue room is (the one where prisoners are 
held), you can have the sorry dude get caught, 
then go save him. He'll be all charged up 
#| again! I said it was radical. 
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Total Recall 


Distributor: Acclaim 
Game Type: Arcade Action 


WHAT’S GOING ON? 


Douglas Quaid is an average Joe with a beautiful wife and a 
good job. His life is about as normal as it gets. Yet Quaid has 
been having dreams—dreams about Mars. And he wants to go 
there, to see what his dreams are all about. Then Quaid sees the 
commercial for Rekall. Rekall specializes in giving people 
memories of vacations—it’s “cheaper, safer and better than the 
real thing.” So he goes in for an implant. But the Rekall 
technicians find a memory cap—and Quaid finds out that his 
entire life is an implanted memory. 

Is it real or is it Quaid? Can you help Quaid find his 
identity—and find out what's happening on Mars? 


WHO ARE YOU? 


Douglas Quaid—or are you? It sure seems like it, anyway. You 
control Quaid through the various encounters he'll be involved 
in—or is he? 
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PLAYERS 


Only one player gets to experience Total Recall at a time. 


SCORING 


You get points for shooting the various enemies who don’t want 
you recalling anything except how to lose the game! Of course, 
points are secondary to your main goals: finding out who you 
really are and, incidentally, saving Mars! 


LIVES AND HOW TO LOSE THEM 


Quaid starts out with three lives. Each life has five Energy 
Blocks. As you're shot, punched, kicked and bitten, these Blocks 
diminish. Run out of Blocks and you're out one life. You can 
find Energy Canisters all over the place; some are more 
powerful than others and will restore more Energy. You might 
also find some Extra Life symbols; you'll need these! 


CONTINUES 


None here. If you lose all your lives, it’s back to the beginning. 
You'll make it farther and farther with practice, though. 


CONTROLS 


Enter Doors 
Steer Up* Drop Mine”. 


ine’ 


Pause Game 
Select Wea, 


Jump 
Fire Weapon” 


*In Transit Hub. 


Move Right or Left 
Right moves forward* 
Left Brakes” 
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WEAPONS 


You start out with your fists. But Quaid is resourceful, and will 
find additional weaponry as he progresses. Here’s a summary. 
Hand Gun: You'll get this weapon from your wife at the 
end of Level Two. But you'll lose it at the end of Level 
Three. You can also find one in the Cement Factory. 
Machine Gun: You get this once you reach Mars. It’s like 
the Hand Gun, only it fires continuously. 
Laser: The best and most powerful weapon. It emits a 
powerful beam of energy. 
Land Mine: Your vehicle is equipped with these in the 
Transit Hub. 


SPECIAL ITEMS 


Other than the Energy Canisters and extra men described above, 
weapons ARE your Special Items here. 


FRIENDS 


You do have one mysterious friend, but he isn’t a lot of help. 


ENEMIES 


Most of your enemies are unnamed, but there are a few that you 

can still “Recall.” 
Lori: Your “wife,” she tries to shoot you in the Conapt. 
Richter: He’s a killing machine, and you'll have to watch 
out for him in several stages of the game. If he catches you 
in the Streets, or in your Conapt, you're instantly minus 
one life. He'll also shoot at you in the Transit Hub. 
Cohaagen: The evil leader of Mars, he wants to stop you 
from liberating the planet. He’s the final person you 
encounter. Can you beat him? 


STRATEGY SESSION 

General Strategies 

Total Recall is not a game in which you can tape down the 
rapid-fire button. Punching and shooting your opponents is 
more a matter of timing than speed. This is shown very well in 
the X-Ray Machine sequence; if you try to shoot blindly, the 
guards will just get close and punch you! Master your jumping 
skills as well; they'll be more important as you progress through 
the levels. 
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Level One: The Streets. You start 
out on the street, headed home 
from Rekall. So start moving to the 
right. Pass that alley—whoa! You're 
yanked inside. And a midget starts 
charging at you from the left! He'll 
try to get close, and kick you. 
Punch him when he gets close. If 
you hit him enough, he'll drop an 
Energy Canister—grab it! There’s - - 
also another Canister hidden to the Come see my alley! 
right of the screen. Beat the midget and you can leave the alley. 
Now you know to watch out for the other alleys! As you leave, 
duck. Why? Because a passing car will fire two bullets at you 

= almost instantly! Go into the theater. Gee, 
real exciting—credits for the game! But be 
patient—programmers like people who 
give them respect. Once you've got 
something (and it’s not popcorn), leave 
the theater. 

Run to the right and start jumping 
over the trashcans. Watch out for the 
gunmen inside! Keep going until you 

Energy Capsule. reach a solitary can. Jump on top of it and 
jump to the platforms above. Now work your way left until you 
reach four windows. Jump around these and punch for some 
Canisters. Once you've retrieved them, head right again. Keep 
going until you 
reach a hedge. 
There's a midget 
waiting for you in 
the second alley 
after the hedge. 
You can jump 
past the alley to 
avoid him, or 
walk past to go 
inside. But there’s 
only one canister 
in there, so if he 
hits you, you've Don't stand still for long. Richter will appear. 
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lost any advantage taking the 
Canister might have offered. Might 
as well jump to avoid him. 

After you leave or pass the 
alley, you'll reach a building where 
policemen start jumping from 
above! If they land and face you, 
they'll probably get a punch in. 
The method you should use is to 


punch them from behind just as they’re landing. This way, they 
never get a chance to react! One or two of them might drop a 
Canister. Once you've dealt with five goons, move onward. See 
those holes in the wall? Avoid them; fists will come through 
them trying to clobber you! Instead, prepare for another attack 
of Flying Policemen. 


You'll need to climb these 
stairs, but those bombs aren’t 
going to make it easy! Try 
jumping in between drops. You 
might get hit by one, however. If 
you do get hit, run fast so you 
don’t get hit again. Now you'll be 
running left, above the ground. 
And twice more, the Flying 
Policemen will make their 
appearance. They shouldn’t be a 
problem for you. Continue left. Don’t fall down to the ground, 
or you'll have to go right and around again. Soon, you'll reach 
the doors with the blinking hand pointing at them; this is a 
subtle hint to go inside. This is your Conapt (CONdo 
APartmenT—Conapt); it should be safe. Right? 


Level Two: The Conapt. Nothing's 
happening. I guess everything is... 
not all right! Duck as the bullets 
stream through the door. There will 
be three bursts. Then your wife 
emerges from the door, armed and 
dangerous! The object here is to 
punch her quickly from behind L3 à 

three times; she'll drop her gun "Consider this a divorce." 
after the third punch. Now grab the gun and move next to the 
door, blasting away at her (“Consider this a divorce!”). You'll 
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need to hit her quite a few times. If 
you take too long, Richter shows up 
at the door. He’ll shoot a con- 
tinuous stream of bullets at you, 
and he can’t be harmed. So knock ofi 
out the Mrs. and run for the door! Escape the Conapt. 


Level Three: The X-Ray Machine. Wow, look at dem bones! But 
don’t admire your skeletal structure too long. Run to the right as 
quickly as possible, watching 
out for the gun pods on the roof. 
One of them will probably 
detach from the roof and come 
flying at you. This is normal. 
And a guard will charge from 
the right. This is also normal. 
You'll see an Extra Life symbol; 
grab it and run all the way back 
to the left again. Then try to stay on this side of the screen, and 
let the guards come to you to fight. This way, you only have to 
deal with the guards and not the gun pods as well. When the 
guards stop coming, sprint to the right; Quaid will jump 
through the X-Ray and off to the Subway. 


Level Four: The Subway. As you come off 
the escalator, prepare yourself. A guard 
will come at you, armed with a Machine 
Gun. If you punch him three times, you'll 
disarm him. So punch him as quickly as 
possible. Sorry, you don’t get his gun, 
though. There will also be the occasional attack dog that runs 
onto the screen. You can either punch it, causing it to run off, 
or you can jump over it. If a 
dog manages to bite you, it'll 
hold on, continuously drain- 
ing Energy Bars until you 
shake him loose. Do this by 
moving left and right as 
quickly as you can. 

The Energy Canisters on 
top of the subway cars are easy 
to get; just jump between two 
subway cars onto the connec- 
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tion, then jump atop the cars. But there are guards up here as 
well; they'll come out when you reach the top. Look around. 
You might find some surprises. 

You'll have to deal with several guards and attack dogs 
before you reach a car with an open door. Jump inside and 
you're safe for the moment. 


Level Five: Cement Factory. The 
hoboes in here look fairly harmless. 
Their pots aren't (they'll light you 
on fire if you touch one). But some 
of them hold valuable Canisters, 
and you want those. Punching 
them is too inefficient. So at the 
start, run right and jump over the Get cnn 

hobo. If you touch him (and you probably will), he'll get up and 
try to burn you with a torch. Punch him until he’s gone. Now 
climb up these ladders. You'll come to a Hand Gun. Grab it. 

= Now climb all the 
tı] way back down. Go left 
and up the ladder. 
Watch out for the 
spiked ball blocking 
your way. Climb up the 
left side of the ladder so 
that you can jump off 
quickly. Then you'll 
come to five spiked balls; take them one at a time, pausing 
between each one. On the first screen after the spheres, climb up; 
here’s a much-needed Extra Life. Go down again, right and 
down a series of ladders. At the bottom, go right and up another 
couple of ladders. Here are some more spiked balls. Use the 
same technique as before. 

At this point, you may only have two or three Energy Bars; 
here’s where you replace them. See those two hoboes? “spac 
often are holding Energy Canisters. So 
shoot them, collect any Canister they 
drop and run right and off the screen. 
Then run left again, shoot them again, 
and grab any Canisters again. Repeat 
this until you have enough Energy Bars 
to breathe easily. When you feel you're 
ready, climb down the ladder. Here’s the Jump off ladders. 


279 


Nintendo Games Secrets 


unofficial leader of the hoboes. He 
attacks by throwing a boomerang- 
like hat at you. Duck it when he 
throws it at you, and jump when it 
comes back to him. Shoot at his 
head in the middle of your jump. 
EE ili å Hit him enough times and he falls 
To beat the Hobo King, duck down, presumably from the weight 

when he throws his hat. of all the bullets you got him with! 
What’s that suitcase he was 
guarding? Your ticket to Mars. 
Grab it. 

Now you get to work your way 
back to the door of the building. 
But since you've eliminated their 
leader, the hoboes won't exactly be 
happy with you. In fact, they'll all 

asses under you. Try tohit be running around, torches in 

tim in the head when the hat hand. By the way, there isn’t much 

is still flying. room for you to climb down some 

of the ladders. Just remember, you can jump off a ladder at any 

time. So watch out as you run back to the door. Once you're 
there, jump over the pot and out the door. Off to the red planet! 


Then jump and fire as it 


Level Six: Mars Flight Terminal. Well, 
Mars may not be as impressive as 
you thought it would be, but you’re 
here now, so no complaining. You'll 
have to fight your way through the 
terminal and out to the Transit Hub. 
There are four rooms in the Terminal. 

The good news is that you have a i 
machine gun now. So jump up on the = 
first beam and shoot the flying Jwmp from beam to beam. 
platform as quickly as you can. It fires homing bullets at you, 
and they do a lot of damage. You can, however, shoot the bullets 
for Canisters inside. Once the platform is gone, jump from beam 
to beam (try to stay off the floor) and shoot the two lasers at the 
right side of the room. A word or two of warning: don’t try to 
jump next to a window. You'll jump through it and be sucked 
outside into a near-vacuum atmosphere. Not good for the lungs 
(or the eyeballs if you saw the movie). And don’t cause an 
explosion next to a window, or much the same thing will 
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happen. Anyway, once the 
lasers are gone, jump into 
the door to the next room. 
Here’s the second room. 
There’s another flying 
platform and a guard. The 
guard will throw grenades 
at you if you're above him, 
or shoot at you if you're at 
his level. Deal with them 
both and you're off to room 
three. This room is almost Shoot the platforms. 
like the first, with the platform and two lasers. It shouldn’t be 
much of a problem. The final room contains a platform, a guard 
and a laser. Destroy them all and you're off to the Transit Hub. 


Level Seven: Transit Hub. 
Pace yourself here; drive 
slowly and cautiously to the 
right. You can shoot con- 
tinuously, since no one here is 
your friend, and most of the 
things here are in your way. 
Richter will be running 
behind you, shooting at you. 
He’s accurate, so you'll have 
to scoop up some of the 

— Canisters that you'll see on 
In the Transit Hub, get power. the screen. 

You'll also notice the two types of circles on the screen. The 
dark ones won’t matter to you; the light ones are Mines that will 
damage your vehicle. Watch out for them. There’s no one 
particular path to take through the Hub, so make your way right 
until you reach the door to the next level. 


Level Eight: Venusville. The residents of 
this town aren’t very nice; they’re 
downright hostile! So get out of here as 
quickly as possible. Jump up and shoot 
the first resident. Watch out for the cats; 
their attack is similar to the dogs', 
latching on with their claws until you - 
shake them off. Go right and down until Cat Attack! 
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you reach the firebomber! Dodge 
the explosive devices and shoot 
this pyromaniac. Go 
right and up, then 
right and down. 
Here’s the door to 
The Last Resort. You 
can’t get inside until Shoot the Pyro. 
someone opens the door. But don’t worry; people 
will leap out at regular intervals. When they do, 
jump inside quickly. 


Secret extra 
man. 


Level Nine: The Last Resort. Don’t wait for something to 
happen as you get inside. Go right and quickly shoot the gun- 
— oe Go a the hole. Now go right again. Those 
3 white piles on the ledges here 
are skeletons; if you're clumsy 
enough to step on one and 
(presumably) desecrate it, it 
will come back to life—and it 
won't accept an apology! So 
move quickly and go through 
the door at the end. 
~ — You'll have to time your 
Go into the tunnel. leaps through the boulders very 
carefully. Make it through and run past the door. Don’t go 
through it. You'll come to a dead end. And Benny, a Martian 
cabdriver, will come at 
you with a mole ma- 
chine! Run as far to the 
right as you can. Jump 
up and shoot Benny’s 
head as he drives at you; 
he'll duck when backing > 
up the mole, so you Jump the 
can’t get him then. The skeletons. 
mole will get closer to you every time 
mea he charges you; so if you don’t get him 
| quickly enough, the mole will 
Get the Laser and fire eventually make hamburger of you. 
when Benny appears. 
Level Ten: The Pyramid Mountain. You've worked hard to get 
here; don’t hesitate now! Run to the right and into the action. 
You'll be attacked by guards and flying attackers as well. 
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Eliminate them. Then 
you'll have to run between 
the sparking pillars. Precise 
timing is needed here. 
You'll have several more 
encounters with the guards 
and the sparks. Finally, 
you'll come upon a glow- 
ing object—with Cohaagen guarding it! There’s a particular 
technique you can use to get rid of Cohaagen quickly. See The 
Secrets if you can’t figure it out. Good luck! 


SHH... THE SECRETS 


How do I defeat Cohaagen? The method is to get very close to him 
and shoot. When you shoot he jumps up into the air; if you're 
close enough, the bullets will hit anyway! But be careful. If you 
miss and accidentally shoot the alien machine, that’s it. It's 
better to get on Cohaagen's right 
side so you don't shoot the 
machine. Once you're rid of 
Cohaagen, move to the glowing 
| object and press Up. 

Watch the show now and 
f| enjoy the ending. You've saved 
Mars, and put an end to the 
strange dreams and confusion. 
Your life is back in order now. 
Congratulations! 


Cohaagen is waiting. 
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Ultima 


Distributed by: FCI 
Game Type: RPG 


If you're a hero looking for a quest, you've come to the right chapter. 
Ultima (based on the popular Ultima III on home computers) is a full- 
scale role-playing adventure full of puzzles, danger, and intrigue. If 
you're up to the challenge, Lord British wants you... 


WHAT’S GOING ON? 

When you set foot on the shores of Sosaria, you enter a world 
with a long history of struggle against evil. The famed Lord 
British sits on his throne, seeking champions for good. Mean- 
while, the evil minions of Mondain and Minax are wreaking 
havoc upon the world. Once you see the situation, you'll want 
to step in and rid the world of all nastiness once again. 

Sosaria has two moons, and watching the phases of these 
moons can be important. Special Moon Gates appear only when 
the moons are in the proper alignment, and there is even one 
town that only appears when phases of the two moons are right. 

You'll travel across the land, visiting towns, talking to the folk 
you meet, exploring dungeons, and seeking the magic that will 
unlock the mysteries of this world. And, of course, you'll fight a 
lot of monsters along the way. 

Critical to your success is gold. Without gold, you can’t 
purchase food (another critical item), weapons, armor, and other 
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special items. However, some items can only be obtained by 
completing quests or by interacting with special characters. 

Ultima is a complex game. There’s a lot to learn, and a lot to 
do, so you'd better get started. 


WHO ARE YOU? 

Regardless of the character class you play, you control a part of 
up to four adventurers who have set out to earn their place 
among the heroes of Sosaria. You can choose from among 
several character classes. Characters in each class vary according 
to their fighting ability, spell-casting ability in the two systems 
of spells (Will Power and Magic Power), and also what weapons 


and armor they can use: 


Fighters can use all 
weapons and 
armor, but can cast 
no spells. 


Wizards are poor 
fighters and can 
only use daggers 
and cloth armor, 
but they can learn all Magic 
Power spells. 


bee 


Druids can use the 
Mace and cloth 
armor. They can 
also cast both Will 
Power spells and Magic 
Power spells. They will never 
reach levels as high as those of 
the Cleric or Wizard. 

mace and leather 


$ | armor. Their Will 


Power spells are not as strong 
as the Clerics', but they're 
more accurate. 


Illusionists can use 
weapons to the 


Clerics can use 
weapons up to the 
Mace and armor up 
to bronze. They can 
cast all the Will Power spells. 


Barbarians are 
effective fighters 
who can use all 
weapons, but use 
only leather armor, and cast 
no spells. 


( The Rangers are 
lar good fighters who 
= can use up to Iron 

Bel Swords and all 
armor. They can cast both Will 
Power and Magic Power 
spells, though they will never 
reach the levels that Clerics 
and Wizards can. 


The Alchemist is a 
poor fighter who 
can only use a 
dagger and cloth 
armor. His Magic spell capa- 
city is half that of the Wizard, 
but he is more dexterous. 
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Larks are special 


Ain. use all weapons, 

but only cloth 
armor. Their Magic Power 
is more limited than that of 
the Wizard. 


Paladins can use 
all weapons, and 
armor up to iron. 
Paladins can also 
learn spells from the Will 
Power system. 


characters who can 


Thieves can use 
weapons up to 
bronze and leather 
armor. They can’t 
cast spells, but they are 
dexterous and can steal items 
without getting caught. 


In addition to the character 
classes, there are five races, 
each with specific character- 
istics that can specifically 
benefit or detract from the 
ability of the character’s class: 


Maximum Maximum Maximum Maximum 
Race Strength Dexterity Intelligence Wisdom 
Human T: 75 T 7 
Elf 75 99 75 50 
Dwarf 99 75 50 75 
Bobit 75 50 75 99 
Fuzzy 25 99 99 75 


As you can see, the most well-rounded character is the Human. 
However, for maximum spell casting, Bobits make the best Will 
Power casters due to their wisdom, and Fuzzies make the best 
Magic Power casters because of their intelligence. In creating an 
ideal party, whose power will ultimately be the highest, you 
may want to consider two Bobit Clerics and two Fuzzy Wizards. 
Other players might use one Bobit Cleric and one Fuzzy Wizard, 
but add a Ranger and a Paladin or some other combination. 


PLAYERS 

Although only one player can play at one time, up to three 
players can save games separately on the cartridge using the 
battery backup feature. 


SCORING 

There is no point score in this game, but there are plenty of 
challenges, both major and minor. In addition, you'll need to 
accumulate experience points and gold through endless 
encounters with Lord British’s enemies. The ultimate score, 
however, is to destroy the evil Exodus in the Exodus Castle. 
That’s how you win the game. And don’t think it will be easy. 
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LIVES AND HOW TO LOSE THEM 

Because this is a battery back-up game, you should never have 
to lose your entire party. However, there are ways to lose a 
character or two during the game. If you choose, you can restart 
the game without saving, restoring the character, but losing any 
gains you made in the last session. Or you can resurrect the 
character (for a price). However, death is always near for your 
characters since the world of Sosaria is teeming with enemies 
who grow more powerful as your characters grow. 


CONTROLS 

Use the controller to move around and to select choices from the 
menus. The ordinary choices are available whenever you are in 
a town or castle, outside, or in a cave or dungeon. Special 
commands are available when you are fighting. 


Directional Movement Reject Selection 


Select Menu 
Approve Command 


Select Alternate 
Command Set 


ORDINARY COMMANDS: 


Command _ Effect 


Talk Gets somebody's attention. 
Magic* Selects a magic spell. 
Fight* Gets physical. 

tatus Opens the Status Screen. 
Tools* Uses an item in your inventory. 
Give Lets you trade items with other characters. 
Get Uses to obtain items and open treasure chests. 
Climb Moves up and down stairs. 
Food Shares the food among the current party. _ 
Gold Trades gold from one character to another. 
Horse Mounts or unmounts if you have one. 
Order Changes the marching order of the party. 


* These options are available during battles. 
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Remember, some commands are hidden until you press the 
Select button. During the game you'll learn some new 
commands like Pray and Bribe. 


WEAPONS 
There are different weapons available in shops, but the ultimate 
weapon and armor only go to heroes. They can’t be bought. 


Weapon Price Power WhoCanUse? Comments 
Dagger 5 1 anyone Can be thrown once. 
Mace 30 2 all but W and A The weapon of choice for 


Clerics and their brethren. 


Sling 60 3 F, P,B,T,L,R Use to shoot enemies at 
a distance. 
Axe 125 4 F, P, B, T, L, R Notas good as a sword. 
Blowgun 350 4 F, P,B,T,L,R_ Better than the sling. 
Bronze 200 5 F.P,B,T,L.R Good for Sword thieves. 
Spear 250 6 F P B,L,R A strong weapon. 
Broad Axe 400 7 FPBLR Find at Dawn’s weapon shop. 
Bow 1050 7 EPBLR Another of Dawn’s weapons. 
Iron Sword 800 8 F, P, B, L, R Good for Rangers. 
Glove 1200 8 F, P, Bal, As good as the Iron Sword. 
Halberd 2700 9 BPEL Now it's getting interesting 
and expensive. 
Silver Bow_ 6550 9 F,P,B,L Powerful at long range. 
Sun 4550 10 FAP Bal Best sword money can buy. 
Mystic Sword _????? 10 anyone You'll have to earn this one. 
Armor Price Who Can Use? Comments 
SE EEE a a 
Cloth 75 anyone Best for Wizards. 
Leather 195 anyone but W, D, L,andA Doesn't weigh you down. 
Bronze 575 F, PC, R Best for Clerics. 
Iron 2500 EPR Better than Bronze. 
Steel 6130 _ _ FP Only for the real fighter type. 
Dragon 8250 FP The best money can buy. 
Magical 22222 anyone Like the Mystic Sword, 


you'll have to earn this. 


SPECIAL ITEMS 
Weapons and armor are only necessary for fighting, but there 
are some items you'll need to get to Exodus. Other items just 
help you get around. 
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Item Where? What Does It Do? 
Magic Key Guild Shops Opens doors, of course. 
Torch Guild Shops Lights up the dark. 
Gem Guild Shops Shows you a map. 
Sands of Time Guild Shops Suspends time during battles. 
Tent Guild Shops Safe haven for recovering energy. 
Silver Pick Cave of Death Helps find Mystic Sword. 
Gold Pick Weapons Shop in Dawn. Helps find the Magical Armor. 
Silver Horn You'll have to find the Scares away the Red Serpent. 
secret to this in the 
Circle of Light. 
Flower of Ambrosia Give it to Sherry in the Royal 
Ambrosia City. Get the Compass Heart. 
Compass Get it from Sherry. Takes you back to the 
Heart castle instantly. 
Special Get the Marks You'll need them to get where 
Marks in caves. you're going. _ 
The Four Ambrosia You'll need these to win the 
Cards game. 
FRIENDS 


You'll meet a lot of people who can help you throughout the 
game. For instance, special priests can teach you new spells or 
increase your abilities. In the hospital, you can get cured of 
maladies like poison and colds. Yes, you can catch cold. Look for 
clues from the townsfolk. And don’t forget to meet Sherry. Her 
Compass Hearts can help you out of a jam. 


ENEMIES 

Name Strength HP MP Special Worth* 
i ee EEE 
Ore pathetic 48 none none 3 
Goblin pathetic 48 none none 3 
Skeleton pathetic 80 none none 4 
Ghoul pathetic 80 none none 4 
Thieves pathetic 128 none Theft 5 
Pirate _pathetic 128 none Have Ship 8 
Giant weak 112 none none 6 
Titan weak 112 none none 6 
Golem weak 112 none none 6 
Gargoyle normal 180 all Poison 10 
Snatch normal 192 none Poison 10 
Bradle normal 192 none Poison 10 
Mane normal 180 none Poison 10 
Wyvern strong 224 all Flame 15 
Griffin strong 224 all Flame 15 
Dragon strong | 224 all Flame 15 
Demon strong 180 all Poison 10 
Sea Serpent strong 224 all Flame 15 
Devil very strong 240 all Poison 20 


(Continued on next page) 
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(Continued from last page) 
Balron very strong 240 all Poison 20 
Man-O-War very strong 240 all Poison 20 


* Number of Experience Points you gain for defeating them. 


MAGIC SPELLS 

There are lots of magic spells in Ultima. In fact, there are two 
completely different kinds of spells—Magic Power and Will 
Power spells. The Magic Power spells are used by Wizards, 
Rangers, Druids, Larks, and Alchemists. Will Power spells are 
used by Paladins, Clerics, Illusionists, Rangers, and Druids. The 
most effective spell casters are the Wizards and the Clerics since 
they can charge up the highest amount of Magic Points in their 
respective areas. So even though they are feeble fighters, they 
make formidable characters at the higher levels of the game. 


MAGIC POWER SPELLS 
Spell MP Used Where? Effects 
Repel 0 Battle Destroys Orcs and Goblins. 
Missile 5 Battle Throws a fireball. 
Light 10 Dungeon Use instead of a torch. 
Descend 15 Dungeon Go down a dungeon level. 
Ascend 20 ungeon Go up a dungeon level. 
Flame 25 Battle Stronger than Missile. 
Trans 30 Surface Transport to a new location on the surface. 
Psi 35 Battle Stronger than Flame. 
Bright 40 Dungeon Longer-lasting than Light. 
Cleric 45 Any Time Lets Magic User use Will Power spells. 
Poison 50 Battle Some damage to multiple monsters. 
Kill 55 Battle Sng than Psi. 
top 60 nywhere ike Sands of Time item. 
Psikill 65 Battle Multiple attack. Especially works 
against Balrons and Devils. 
Rot 70 Battle One of my favorites. It damages multiple 


monsters to within an inch of their 
lives by making them rot away. 
Then they're easy to finish off. 
Death 75 Battle Effective way to rid yourself of 
multiple monsters all at once. 


WILL POWER SPELLS 


Spell MP Used Where? Effects 
Undead 0 Battle Gets rid of Skeletons and Ghouls. 
Open 5 Treasure Opens chests without setting off traps. 
Heal 10 Any Time Heals between 10-30 HP on 

any character you choose. 


(Continued on next page) 
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(Continued from last page) 


Glow 15 Dungeon Lights up the dark. 

Rise 20 Dungeon oes up a dungeon level. 
ink 25 ungeon oes down a dungeon level. 

Move 30 Dungeon Teleports to another dungeon level. 
ure 35 Not in Battle Unpoisons a character. 

Surface 40 Dungeon Teleports out of a dungeon. 

Star 45 pungeon Lasts longer than Glow. 

Lg. Heal 50 Any Time Recovers up to maximum HP 


on a particular character. 
Map 55 Surface hows the same map 
or Dungeon as the Gem. 
Banish 60 attle Throws Fireball at one enemy. 


Raise 65 Not in Battle Raises the dead. Be careful. 
If it fails, the body turns to ash. 


——_—___ SSS ARS, the DOGY turns to ash. OO 
Destroy 70 Battle Does a job on multiple enemies. 
Recall 75 Not in Battle Revives character who has 


been turned to ash. 


If you have enough Magic Points, you can cast any of these 
spells. Spells that don’t show on the first menu will appear 
when you press the Select button. 


STRATEGY SESSION 

There are several ways to approach this game, but all of them 
take time. There’s no way to play this game fast. However, there 
are some choices you should make early in the game that will 
affect the way things happen later. For instance, your choice of 
character types makes a big difference. Most of us like a 
balanced group. You know, some fighter types and some magic 
types. That’s the standard approach. And then there are those 
really interesting hybrid characters like the Ranger who can 
fight and cast spells, or the Lark who can use any weapon and 
also cast magic spells. You could go buggy trying all the 
combinations of race and occupation. Since you can only take 
four characters into the adventure at one time, you'll want the 
best party you can make. 

Some players will prefer the balanced approach, but the best 
group you can use is a simple one—two Bobit Clerics and two 
Fuzzy Wizards. Why? Well, the Cleric can use the maximum 
number of Will Power spells (up to his Wisdom level). Since the 
Bobit can have a Wisdom level of 99, he can have up to 99 MP to 
use in the Will Power system. Same with the Fuzzy, who can 
have up to 99 Intelligence points. Since Intelligence is the factor 
that determines Magic Power, the Fuzzy Wizard will become 
your most powerful Magic Power caster. 
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Fighting is all right, but sometimes you can get wiped out 
while getting in position to fight. Since Magic Points regenerate 
while you move around on the surface, you can usually keep a 
pretty good stock of them. Anyway, whatever you choose to do, 
you'll have to take some time at the beginning of the game or 
you won't get far. 


The Beginning 
Six Important Rules: 

1. Save the game frequently. You can save by going back to the 
castle and visiting the lady directly to the right of the front 
gates. If you get a great new weapon or other important 
item, or you successfully explore a dungeon, save the game. 
Whenever something good happens, remember to save 
before something not so good happens. 

2. Never let yourself run out of food. That’s a good way to 
ruin your day. 

3. Talk to everyone. 

4. Write down the clues. You don’t want to forget them later, 
and some won’t make any sense for a long time. 

5. Use the Open spell to open 
chests. Otherwise you'll be 
hassling with colds and 
poison all the time. 

6. Sometimes you have to talk ff 
with people more than once. - 
Several important clues are only given if you talk to 
someone a second time. 


One thing you want to know 
about the beginning of this game 
is that you must be very careful. Sidon 
Your characters are weak. How- | Descenp | 
ever, the enemies you'll face early j 
on are also pretty vulnerable. The 
simple Undead and Repel spells, 
which cost you nothing to cast, 
will wipe out all the enemies you 
face on the surface if you don’t wander too far from the castle. 
When you accumulate a certain number of experience points, 
you can go to the King. He'll raise your level and give you more 
Hit Points and stuff. But my advice is to avoid doing that for a 
while. The reason is that as soon as you go up some levels, the 
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enemies you'll face change 
very significantly. Now you 
can’t use the easy spells to 
kill them. Now the going gets 
much tougher. If you want to 
explore the hard way, just go 
ahead and raise your levels. 

If you follow the fast 
method, build your two sine es sie 
Clerics and two Wizards up 
until they have about 5000 Ready to raise levels 
gold points each. (Actually, if you really want to get strong, get 
7500 points each, or even go for the maximum of 9999 gold 
points each, but that’s a bit ex- 
cessive.) Whatever you do, it will 
take a lot of time wandering about 
the countryside. You might want to 
get each Cleric a Mace and Bronze 
Armor. Get the Wizards a Dagger 
and Cloth Armor. Save frequently 
and don’t run out of food. You 

Cleric's Armor. should be pretty much invulnerable 
if you use the Undead and Repel spells. Change the order of 
your characters with the Order command from time to time. 
Otherwise, the lead character gets most of the experience points. 

If the countryside seems to dry up (no enemies appes) try 
ducking quickly into the castle or town. z 
Everything changes as soon as you return 
to the surface. 

OK. It’s really boring, but it’s worth it. 
Once you have enough gold, go to the King. | 
He'll raise you to Level 5. You'll be much f 
more impressive now, but so will the 
enemies you face on the surface. That 
makes exploration harder, but don’t worry. 
You're about to make your life much easier. 


Getting Points. 


Ambrosia 

As soon as you leave the castle, you'll notice the new enemies. 
Ignore them for now and concentrate on looking for a pirate 
ship on the water. You should see one before long. You're strong 
now, so go attack the pirate ship. Once you defeat the pirates, 
the ship is yours. Now board the ship and sail in search of the 
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pink whirlpool. Try to stay away from any 
sea-going monsters. Once you find the |E 
whirlpool, sail into it. A few moments later f 
you'll be in a new land. 

A note about ships: You can only have one 
ship. Yours is the pink one. If you defeat 
another pirate crew, you get their ship, but any 
ship you had previously is now gone. 
Remember that whenever you fight pirates. 

You're looking for several items here in Lissa ane 
Ambrosia. The first one is the Flower PIRATES! 
Patch. Stay to the left of the path and pass the first gap in the 
mountains. Then go East, through the forest, and take the first 
path South. You'll come to the Flower Patch. Have each member 
of your party get a flower. 

Now it’s on to the Shrine of Wisdom. This is where your 
Clerics will spend their money. For each 
100 gold pieces, you get a point of 
Wisdom. You also get a Magic Point for 
each point of Wisdom. Buy as much 
Wisdom as you can afford. The maximum 
you can get is 99 Wisdom points. 

Now find the Temple of Intelligence. 
This one is a little harder. Start just to the 
left of the path that leads to the Shrine of 
Wisdom, and go until you reach a lake. 
Defeat the pirates there and take their 
ship. Now sail to the other side and go 
straight ahead. The Wizards can spend their dough in the Shrine 
of Strength. 

Remember where these shrines are located. You'll need to 
come back to them. At this point, you can try to find the other 
shrines, or you can return to the castle as fast as possible to save 
the new gains you've 
made. To return, you'll 
need a boat. Return to the 
place where the man is 
standing and then go West. 
Find the gap in the bushes 


(just below the place where aca x 
you found the flowers) and THEOK, BAERS 
follow it until it enters the A EEN 


trees. You'll be in a maze of Picking Flowers. 
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The Shrine of Wisdom. 


trees now. Make your way West, then South. At one point you'll 
be able to turn East. Be careful. You might encounter a strong 
enemy here. Be sure all your new magic points are charged up, 
and you should be able to defeat anything you meet. 

Head East until you come to a lake. You'll see the pirate 
boat there. Defeat the pirates and sail their ship into ne 
whirlpool. That will take you = 
back to Sosaria. Next time you 
come this way, bring a Compass 
Heart and you'll return instantly 
to the castle. 

Before saving the game, go to 
the Royal City and give the 
flowers to Sherry. She'll give you 
Compass Hearts. Now, whenever 
you need to, you can get back to 
the castle in a hurry. 


Buy all the Wisdom you can afford. 


The Middle Stage 
Now that you're back, you want 
to begin your real explorations. 
While you’re exploring, use the 
Large Heal command to raise 
your characters to their max- 
imum Hit Points (which should 
now be 550). Do this where you 
are safe (in a town or in the castle 
is best). Remember, as you walk 
around, your magic points recharge. So keep using the spell 
until everyone is at their top form. 

You're going to need more money for food and other items, 
so you'll need to go out and fight. There are some new enemies, 
however. Try to avoid the solid black enemies and the winged 
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dragons. They're much tougher and you'll need 
to use spells to kill them. They don’t give you 
any more money than the wimpy characters 
you've been wasting all along, so concentrate on 
Zombies and Orcs and the like. 

First, find the cities of Moon and Gray. Talk to 
everyone you meet in these cities. In Gray, find 
the Guild Shop and buy several keys (eight or 
nine of them). They cost 50 gold each, so be 
prepared. Also, buy some Gems and some 
Torches. If you want, you can purchase other items in the Guild 

- Shop, but be sure to have Gems and 
Torches. Also be sure you have 
enough food. 

Now return to the castle. First save 
the game at the Inn, then explore 
behind the doors. 
You'll find several 
places where clues 
are offered. If you open the door in back of 
the castle, you'll find a sailboat. Sail to the 
East and talk to the people you find 
loitering outside the castle walls. Then 
return and find the Fortune Teller. Watch 
out for the striped areas. They'll kill you if 
you step on them, so avoid them. You'll S= 
need 2500 gold to get all the clues from the Exploring. 
Fortune Teller, though some of them are hardly worth it. In fact, 
you probably want to read only the first two clues. The others 
aren't very informative. 

Go back the way you came, past the King’s throne room, and 
on to the East end of the castle. Open the door there and head 

- down to the jails. The 
prisoners in the cells to the 
East have important clues, 
so open their doors and 
talk to them. At the 
bottom of the path are two 
guys just standing around. 
One seems to be sur- 

Clues in the Castle. rounded by lava and the 
other is surrounded by striped death squares. You can talk to the 
lava guy, but you won't get that much out of him. Now you're 
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done with the castle. When I do this, I pay the Fortune Teller 
and talk to the prisoners, then I press Reset and thereby save 
myself the money it cost and the keys. If you do this, you must 
have saved the game before you began to explore. 

Next, you may want to explore Montor East and Montor 
West. They're down South. You’ll get several clues there, 
including something about visiting the jail. However, you won't 
be able to do that yet. 

You're a hero, so you can go do just about anything at this 
point, so my suggestions are really to be taken with a grain of 
salt. What I would do now is go due 
West from Montor West to find the 
Moon Gate just under the small 
mountain range. If you use this Moon 
Gate correctly, you'll be able to go to 
the town of Devil Guard where you 
can get horses and another very 
important item. 

Enter this gate when the left moon f 
is almost full and the left half of the È 
right moon is white. This will take you Moon Gate. 
to another gate locked among the mountains. Wait for the 
moons to reach the following position: 
Left Moon—left half white. Right 
Moon—right half white. Now enter 
and you'll be near the town. 

You'll need 800 gold to buy horses. 
There are other items here, so explore 
carefully. Be sure to talk to everyone 
in the Hospital. One of these people 
will tell you about bribing the guards. 
After you talk to her, check your 
command menu. The Bribe command 
should now be available. 

The easiest way to return to the 
castle is to use one of your Compass 

Buy some horses. Hearts (select Tools from the com- 
mand menu). If you want to take the Moon Gates, experiment 
with the moons and find your way back. It’s much easier to use 
the Compass Heart, though. You’re going to go back to 
Ambrosia later, anyway, so you can get more. 

Save the game now, then set off for Montor West. Go to the 
jail (in the center of town, to the North). Now use the Bribe 
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command to bribe the guard (you'll need to have 200 gold). The 
important clue here is found in the bottom right jail cell. Use a 
key to open it. Remember, talk to him more than once. 

At this point, if you haven't gained a lot of gold or anything 
else that’s useful since the last time you saved the game, you can 
use Reset to restart the game and save your keys. The next task 
ahead is to begin exploring the dungeons of Sosaria. You need to 
get the four Marks (King, Fire, Force, and Snake). 


Dungeons 

Dungeons are dark, dangerous places 
full of traps and formidable enemies. 
Each dungeon in Sosaria has eight 
levels. Important items are hidden in 
these dungeons, and you'll have to 
get used to the confining walls. 
Bring plenty of torches and maybe a 
few Tents. 

The first cave to explore is Golden 
Cave. You'll find it in the Northeast 
section of Sosaria, at the end of a dark The Mark of the King. 
forest path. Go directly East from the Royal City, then follow the 
land North. Look out for ambushes along the way. If you explore 
the dungeon thoroughly, you'll find gold in chests and some other 
surprises, but you'll have a hard time 
surviving. On the other hand, if you 
know where to look, some treasures 
aren't so hard to find. 

You can find the Mark of the King on 
the first level. However, it’s easier to get 
it on the eighth level, where you have to 
go to get the Mark of Fire. On the first 
level, go East from the ladder to the 

A Fountain, but surface, go around 

which one? the corner, then take 

the first turn that takes you East. Go South, 

then follow the path around two corners, 

then South again. At the end of the hallway, 

you'll find the Mark of the King. However, 
you can easily get it at the eighth level. 

To get to the eighth level, use your 
Descend and Sink spells until you reach the 
bottom. You'll see which level you're on at the 
top of the screen. The Mark of Fire. 
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Use a Gem now to view the map of the level. (It’s better to 
save your Magic Points, even though the Clerics can cast the 
Map command. It costs so many points!) In the center is a room 
full of question marks. You want to get to the hallway that 
surrounds that room. There’s a Mark of the King and also a 
Mark of Fire at the corners of the hallway. Be prepared, though. 
See the doors in the middle of the walls that lead to the hallway? 
They’re invisible, so you'll need to find them by walking into 
the wall. 

Now walk around the hallway. The Mark of Fire is in the 
Northwest corner. The Mark of the King is in the Southeast 
corner. There are fountains in the other corner. Drink from them 
to see what happens. Each character must take the Marks, so 
back up and return to the Mark four times. If you want to be 
sure you got it, use the Status command and look at the screen 
for each character. The words KING and FIRE should be there 
for each character when you're finished. 

Finally, now that you have the Marks, no sense taking any 
chances. Use the Surface spell to return to the surface, then get 
back to the castle right away. If you’ve had to fight and you're 
too low on Magic Points to use the Surface spell, don’t forget 
your Compass Hearts. They can even take you back to the castle 
from the darkest depths of the dankest dungeon. Go for it. 

OK. Now you have the Mark of the King, so you can see the 
King again to go up some levels. However, this is the last chance 
you'll have to wander the countryside encountering easy 
enemies that you can beat with Repel and Undead. So, if you 
have the patience, you can save up a lot of money and return to 
Ambrosia. Before you go, however, get the Pray command. 
You'll want to use it in all four temples. 

— — - - Go to the city of Yew. It’s 
| 4 just to the West of the castle. 
Find the entrance to the forest 
path at the west end of the 
mountain range. Once you're 
in Yew,-head South to find 
water crosses, then head East 
until you reach the Circle of 
Light. From there go due 
North and talk to the second 
priest. He'll teach you the Pray 
Heading for Yew. command. Notice that the lava 
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doesn’t hurt you. That’s because you have the Mark of Fire. 
Now go to the Circle of Light again and Pray in the center. 
You'll get a Silver 
Horn and a clue about 
TE the Snake. 

EA Now go back to the 
HORSE Temple and head due 
ORDER North. You'll get to the 
ee Hospital. Talk to the 
eae people there, then head 
South again to the 
Temple. Finally, exit 
Yew to the West. If you 
need food, you can find 
a Grocery Store West of 
the Hospital. 

Now you're almost ready to 
return to Ambrosia. Bring 
enough money to raise your 
Clerics to 99 Wisdom and your 
Wizards to 99 Intelligence. If 
you want to be thorough, bring 
some extra money to donate at 
the shrines of Strength and 
a Dexterity. You can always use 

And vistt the Temple. Strength and some say that 
Dexterity helps your spell casting be more effective. However, 
remember that Clerics don’t need Intelligence and Wizards 
don’t need Wisdom. You'll want to Pray at each of the four 
shrines when you return to 
Ambrosia. This is absolutely 
essential. You might want to pick 
some more flowers, too. 

When you have all the money 
you want, and you're ready to 
return to Ambrosia, visit the King 
first. He'll raise you to a high level 
(certainly better than Level 20). 
You'll have lots of Hit Points now, a 
but the enemies facing you will be Prayer can work wonders. 
much tougher. If you do raise your levels now, be sure to use 
spells to raise your actual hit points to the maximum. You may 
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need them if you encounter one of your new enemies out there. 
Oh, and by the way, better get off your horses when you talk to 
the King. 

Remember, you gain a Magic Point for every step you take. 
So if you need to heal yourself a lot, go to a safe place (a town or 
castle is best) and just walk around, using your spells as needed. 


Finishing Up 

Now you've got a group of powerful magicians who can handle 
themselves in just about any situation. Or can they? There are 
still a few items of interest left. There are two more Marks to get, 
for one thing. And remember the hint about the Time Lord? 
You'll need to find him. The Marks and the Time Lord are found 
in dungeons. You'll also need to find the Mystic Sword and the 
Mystic Armor. For those, you'll need the Silver Pick and the 
Gold Pick. The Silver Pick is in one of the dungeons. 

To get the rest of the items from the dungeons, just remember, 
the good stuff is almost always hardest to get to. Try the eighth 
floor of the dungeons to find what you seek. 

To get the Gold Pick, you'll need to find the elusive city of 
Dawn which only appears in a 
certain location when the moons 
are just right. If you can’t find 
Dawn using the hints supplied 
by the people you meet, try p 
looking in the dark forest South 
of the castle. If you really give 
up, look in The Secrets section 
at the end of this chapter. 

Explore the other cities. Fawn Dawn's Inn. 
holds one revealing clue. Pay attention to what people say and 
where you are in relation to the overworld map. 

Once you have the two picks, you can search for the Mystic 
Armor and the Mystic Sword. I'll tell you this. You'll need a 
boat. Use the Tools command on the menu and select the Silver 
Pick to find the Mystic Sword and the Gold Pick to find the 
Mystic Armor. If you find ‘nothig’ as the game misprints it, look 
elsewhere. Once you find these items, don’t forget to get one for 
each character. You'll have to pass the picks around to do so. 

OK, here’s a classic mistake. Now you have the Mystic Sword 
and the Mystic Armor. What do you do? You just go riding off 
into the sunset? Maybe you'd be better off to equip them. That’s 
right. Use the Status command and equip each character with 
the new goodies. Now you're ready for action. 
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Checklist: Do you have the Silver Horn? The four Marks 
(King, Fire, Force, Snake)? The four cards (Moons, Sol, Love, 
Death)? The Mystic Sword and Mystic Armor? Plenty of Hit 
Points? OK, time to save the game one last time and head for 
Exodus Castle. Be prepared for the hardest fight you've had so 
far. It’s no cakewalk. If you get to the end, you'll need to 
remember what the Time Lord told you. If you're really stuck, 
see the next section. 


SHH... THE SECRETS 

I need more gold, but I don't want to waste more time fighting endless 
monsters. Is there any other way? It’s almost as tedious, but you 
can get gold another way. Begin by saving your characters and 
pressing Reset. Now follow these steps. 


WARNING: IF YOU DECIDE TO USE THIS METHOD, IT IS AT YOUR 
OWN RISK. IF YOU MAKE A MISTAKE, YOU COULD LOSE ONE OF 
YOUR CHARACTERS FOREVER. DON’T MAKE ANY MISTAKES!!! 


1. Go to the Create screen at the beginning of the game and 
create three new handmade characters. It doesn’t matter at all 
what they are or what you call them. 

2. Go to Form Party and remove three of your characters from 
the party. Add the three new characters. 

3. When you find yourself at the Inn, give the gold from each 
new character (100 gold) to your original one. 

4. Save the game. 

5. Reset the game. 

6. Go to Create and Discard the three new characters. 

7. Create three more characters and repeat the process. 

In a fairly short time, you'll be able to grab gold fast this way. 
It’s almost as difficult as fighting, but it’s more certain. 


How do I find Dawn? Dawn is 
located seven steps West and 
thirty-five steps South of the 
castle. It only appears when 
both moons are new. Stand 
next to the spot and press the 
B button while you wait for it 
to appear. 


How do I find the Gold Pick? 
Remember the clue about the 
careless merchant? Find the Trading gold. 
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merchant who leaves chests on his counter and 
use the Open spell to open them. Once you get 
the Gold Pick, get out of town right away. The P ] 
guards are tough. If you have horses, use them. 
The Stop spell may also help (or a Sands of Time). 


22S eee ws 


Where do I get the book of poetry? Don’t worry 
about it. It’s a false clue. Dawn. 


Where are the Marks located? There are seven dungeons. You'll 
find the Mark of the King and the Mark of Fire in the Cave of 
Gold. Death Cave hides the Mark of the 
King, but more importantly, the Silver Pick. 
The Cave of Fire is a place to get the Mark 
of Force and the Mark of Fire. The Cave of 
Sol is where you get the Mark of the Snake 
and the Mark of Fire. In the Cave of 
Madness there’s the Mark of the King and 
the Mark of Fire. The Mark of Force is 

The Gold Pick. available to those foolish enough to enter 
the Cave of Fools. And the Cave of Moon is very important. Go 
there. Finally, remember, the eighth floor of each dungeon is the 
most important. 


I’ve searched all over, and I still can’t find the Mystic Sword and 
Armor. Look on the islands. 


I don’t know what to do in Exodus Castle. Get to the top (next to the 
water) and look out for invisible attackers called Floors. 


I got to the water in Exodus Castle. Now what? This is a little 
tricky. Pray. Then remember what the Time Lord said. One last 
hint: Get ready to run for it. 
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Wizardry 


Distributor: Nexoft 
Game Type: Role Playing 


WHAT’S GOING ON? 


It’s not clear what the Amulet does, but it has been stolen. 
Trebor, the Mad Overlord, wants it back, but Werdna is hiding 
it in the murkiest depths of a nasty dungeon. Only the most 
powerful, brave, and resourceful adventurers can hope to 
make it safely to the bottom of the maze and recover the 
amulet from Werdna. 

In the Proving Grounds of the Mad Overlord, there’s 
constant danger. The dark mazes are unpredictable and 
diabolical. This is no place for the faint at heart or the weak- 
willed. Only the strong survive down here. No wimps allowed! 


WHO ARE YOU? 


In Wizardry, you get to play any character you want. You create 
and name all the characters in the game. Take up to six 
adventurers of your own creation into the maze. If you're really 
nuts, take fewer, but you'll be happy to have a full party when 
the action heats up. Try to beat a few Greater Demons single- 
handed, and you'll know what I mean. 

Each character has certain characteristics. For instance, each 
character has a certain number of hit points. As you battle your 
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way through the maze, you'll lose hit points when your enemies 
hit you. If your characters’ hit points reach zero, they die. When 
a character gains a new level of experience, he or she also gains 
anew maximum hit point level. 

The other important measurement is Armor Class (AC). A 
character with no armor or any other kind of protection has an 
AC of 10. He’s very easy to damage that way. However, by 
wearing armor and using certain spells, characters can have an 
AC of zero or even less. Characters with an AC below zero are 
much harder to hit. 


PLAYERS 


One player risks his sanity at a time. 


SCORING 


Scoring? Who keeps score? The object is to stay alive and get the 
Amulet. On the other hand, you do gain experience points and 
gold for every battle you win. So if you’re a score watcher, pay 
attention to your experience points—especially the number of 
points needed to get to the next level. 


LIVES AND HOW TO LOSE THEM 


In Wizardry, each character has one life to give. He may give it 
more than once (more on that later), but he can die. There are 
plenty of ways to die. Most of them involve being beaten in 
battle. However, certain other situations can kill a character. One 
notable one is running out of hit points when you're poisoned 
(the points get sucked out of you every time you move). 

On the other hand, death is not the worst thing that can 
happen to you in Wizardry. Death, in fact, is relatively easy to 
overcome with the help of certain magic spells. Worse than 
death is Ashed (burnt to a crisp). But even being Ashed is not 
the end of the road. The real end would be when a recover spell 
for an Ashed character fails to work (“Oops”). The other way to 
end your character’s life is to teleport him or her into solid rock. 
Most areas are safe, but some parts of the dungeon are rock solid 
and you don’t want to try to occupy the same space/time 
continuum as several tons of rock. The rocks win every time. 


CONTINUES 


Specifically, there is no continue mode in Wizardry, but you can 
always create new characters to replace lost ones, and, as stated 
earlier, there are ways to bring a dead or Ashed character back. 
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CONTROLS 


Advance Forward 


Enter Camp (in Maze) 
Show/Hide Party Window Move to Previous Menu 


Move Forward 
Turn Around Kick Door Open 
Select Command 


Open Select Menu 


Turn Right or Left 


Commands 


In different parts of the game, you'll find different commands. 
They all work the same way, though. Press (A) for yes and (B) 
for no. 


Castle. In the Castle, 
visit Gilgamesh’s Ta- Welcome, mus 
vern to gather your fE Rak 

party, the Adventurer's 
Inn to rest and recover, 
Boltac's Trading Post to 
buy and sell (and 
identify) items, or the 
Temple of Cant to 
restore your characters 
to health. 


Edge of Town. At the Edge of Town, go to the Training Grounds 
to inspect old characters, change their class or their name; or 
create new characters. At the Edge of Town is the entrance to the 
maze. 
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In the Maze. Inside the maze, move forward, turn in any 
direction, or kick open doors. To cast spells, inspect characters, 
identify items, change marching order, 
or otherwise interact with your party, 
press B to enter Camp. 

To quit playing and save your maze 
position, search for a lost character, or 
set the game timer, press Select. 

During combat, you can fight, 
parry, or run. If you have the ability, 
you can also cast spells or dispell undead monsters. Press B to 
undo a choice. 

In combat, when you surprise an enemy party, you can only 
Fight, Use an item, Parry, or Dispell in the first round. You can’t 
cast any spells. Therefore, it’s useful to have some magic items 
and save them for those times when you surprise your enemies. 
You may be able to wipe them off the face of the maze without 
giving them a sporting chance. Now isn’t that too bad? 

On the other hand, if they surprise you, they can’t use spells 
either. But they can do all kinds of other damage. 


The Training Grounds 


Before you start your adventure, you'll want to visit the Training 
Grounds where you create the characters you'll use. For the best 
results in this game, it helps to understand a little about the 
choices you'll make here. 

The basic technique for creating a new character is 
affectionately called “rolling a character.” This originated from 
the games which used dice and game boards instead of 
computers. The idea is to decide what race (Human, Elf, Dwarf, 
Gnome, or Hobbit) you want, and then decide what alignment 
(Good, Neutral, or Evil) you want. The alignment of the 
character has no real meaning in the game, except that you can’t 
create certain character classes with the wrong alignment. 
However, you can end up with a Neutral Ninja or an Evil Lord 
later in the game, depending on what happens. 

Once you determine the race and alignment, you roll a basic 
set of numbers for that character. The numbers represent the 
character’s abilities. There are six different characteristics: 


Strength is obvious. A strong character does more damage. 


1.Q. is the measurement of your character’s intelligence. 
Piety measures the level of religious conviction. 
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Vitality measures basic life energy. A greater vitality 
attribute will contribute to more hit points for the character. 
When a character's vitality reaches zero, he can no longer 
continue. Vitality decreases with age. 

Agility is the speed of the character. This affects his or her 
performance in battle. It may also determine the order in 
which characters attack when battling. A character with a 
low agility rating may have very powerful spells or wield a 
mean sword, but he or she may be dead before getting a 
chance to attack. Agility is also the prime attribute for a 
thief or ninja when examining and disarming chests. 

Luck is hard to define, but it’s better to have lots of it. 


Once you roll the character, you'll have some extra points to 
distribute. Depending on the race of the character you’re 
creating, you'll start with the basic values found in Table 1. 

Each time you roll, these basic values will be the same. 
However, you'll also receive some extra points to distribute and 
improve your character. The number of extra points is random, 
so one of the basic techniques in rolling a character is to go for a 
good roll—one that gives you lots of extra points. 


Human __ Elf — Dwarf _Gnome__ Hobbit 


Strength 8 7, 10 Z 5 
LQ. 8 10 Z 7 y 
Piety 5 10 10 10 7 
Vitality 8 6 10 8 6 
Agility 8 9 5 10 10 
Luck 9 6 6 7 15 


Table 1: Basic Attributes 


There are eight different occupations or character classes: The 
first four classes are what you might consider ‘basic’ characters. 
The other four are super characters who combine characteristics 
of others, or, like the Ninja, have special abilities all their own. 


Fighters are the most basic characters, and use almost any 
weapon or armor. They need at least 11 strength points. 

A Thief is not as good in battle as a Fighter, but he'll hold 
his own. He can’t use some of the more powerful weapons or 
armor, but he can examine chests and disarm their traps. 
Thieves must have at least 11 agility points. 
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A Cleric is the pious one. He's a fair 
fighter if cornered, but don't make him fight 
often. Instead, use him to cast spells, 
especially the healing spells. Clerics can wear 
up to chain armor and can use staffs and 
maces. A Cleric needs at least 11 piety points. 
The other basic magic user 
is the Mage. Mages will learn the most 
powerful destructive spells. High level 
Mages also learn useful spells such as the 
teleport spell, Malor. Mages can’t wear 
armor and only fight with staffs and rods. A 
Mage must have at least 11 I.Q. points. 

To be a Samurai, your character must 
have at least 15 strength, 11 I.Q., 10 piety, 14 
vitality, and 10 agility points. Therefore, it 
takes a great roll to get a Samurai. However, 
Samurai are worth having. They are excellent 
fighters, can use most weapons and armor, 
and they learn Mage spells. In addition, 
Samurai gain hit points fastest when they 
gain experience. 

A Lord is a combination of a Fighter and a Cleric. Like the 

Samurai, Lords are good fighters and can use most weapons and 
armor. They also learn the Cleric spells. A Lord needs at least 15 
strength, 12 I.Q., 12 piety, 15 vitality, 14 agility, and 15 luck 
points. There’s no way I know to roll a Lord in the beginning. 
A Wizard is a combination of a Cleric and a 
Mage, making him potentially the most 
powerful spell-caster in the game. However, 
it takes much longer to build a Wizard to the 
highest spell levels than it takes either a 
Cleric or a Mage. The Wizard’s most 
important ability is that he can Identify items 
found in the maze. Without this ability, you 
have to take all items found to Boltac and 
pay. The Wizard can Identify new items right away. A Wizard 
needs to have at least 12 I.Q. and 12 piety points. By the way, the 
computer versions referred to the Wizard as a Bishop. 

The Ninja is a powerful fighting creature who fights best 
without weapons or armor. Ninjas achieve a lower and lower 
armor class as they develop. However, Ninjas can only be Evil, 
so you can’t have Good characters in the same party as a Ninja. 
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There is an exception to this rule. If you can find 
the Thieves’ Dagger, you can turn your thief into 
a Ninja regardless of alignment. Ninjas must have 
17 points in all their abilities. Therefore, it is 
impossible to create a Ninja when you first roll 
the character. 


WEAPONS 


There are lots of weapons and armor available in Wizardry. 
Some of them are pretty ordinary, and you'll usually start your 
game with such mundane equipment as swords, daggers, 
leather armor, and such. However, there are a few powerful 
items available in Boltac’s Trading Post. 

The best stuff is only found deep in the dungeons, though. 
There, you'll find such esoteric equipment as the Epee of 
Excellence or the Mace of Pounding. You'll also find cursed 
items and you'll need to pay the priests to uncurse it before you 
can stop using one if you equip it. Cursed items usually sound 
pretty unappealing—the Epee of Dismay for instance. 

Other items have special properties. It’s dangerous to 
experiment with them, although some of the results can be 
great. For instance, the Thieves’ Dagger will turn your thief into 
a ninja. Since Ninjas are very hard to create, and must be Evil, 
this is practically the only way to have a party containing Good 
characters that also has a Ninja. (There is another way...) 

The best weapons let you hit your enemies multiple times 
and cause greater damage when you do so. The best armor 
lowers your armor class (AC) the most. For instance, a Rusty 
Chain doesn't work as well as an Elven Chain, and a Sturdy 
Plate Mail is just a little less effective than a 1st Class Plate Mail. 


SPECIAL ITEMS 


In addition to weapons and armor, you may encounter other 
items such as rings and amulets. Most of these items will have 
properties, either good or bad. For instance, a Cursed Ring is 
definitely not good. A Healing Ring, though, is good. 
Cursed—bad. Healing—good. However, it isn’t always easy to 
tell what the properties of an item are. For instance, you might 
think the Ring of Suffocation is a cursed item that would 
suffocate its user. However, if you Use the ring, it casts the 
powerful Lakanito spell. Therefore, this is a desirable item, 
though it isn’t necessary to wear it to Use it. 
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Scrolls are one-time magic spells. Any character can use the 
magic contained in a scroll by simply Using it. Purchase some 
scrolls from Boltac and find others when you defeat enemies. 


MAGIC 


Weapons, no matter how powerful, will only get you so far in 
Wizardry. To succeed, you'll need to master the two kinds of 
magic—Cleric and Mage. Each kind of magic has seven levels 
and features both protective and destructive spells. 

Only certain characters can cast magic spells, and then only 
the spells they’ve learned. The maximum number of spells a 
character can cast at each level is nine. 

The Wizardry spell book is one of your most precious 
possessions while you explore the maze. Learn to use spells 
effectively, and you'll prevail in most of your encounters. Since 
the spell books do a pretty good job of describing the spells you 
can cast, I won't repeat that here. However, I will give you some 
ideas about my favorite spells and how to use them effectively. 


Mage Spells 
merlin? L 14 N-Mag Elf One of the first spells 
Bilte PASTS you'll use is the Katino 
üaapic spell. This puts monsters 
to sleep and works even 
HEAR Hrani against fairly powerful 
enemies. It won’t always 
work, but when it does, it 
leaves the enemy helpless 
while your fighters attack. 

Another first-level spell that you'll use a lot is Dumapic (to 
locate yourself in the maze). Without Dumapic, you can get 
hopelessly lost, and if you're mapping the maze, you'll really 
want to keep an eye on where you are. 
The maze is full of traps that can disorient 
you, so whenever you think something 
may have happened, use Dumapic. 

At many places in the game, the Mahalito spell is useful. 
I've found it works to soften up a group of tough enemies, and 
kills the weak ones right away. Later you'll learn Dalto and 
Lahalito. Some creatures are quite vulnerable to Dalto's cold. 

The Makanito spell, if it works, will kill all attacking 
monsters immediately. Get lots of points by using it on Earth 
and Poison Giants and on Creeping Coins. 


Facing North 
8 East 1 North 


9 Down 
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Lakanito will suffocate many monsters, but, like Makanito, 
it simply doesn’t work on many of the characters you meet. I’ve 
found Makanito to be more effective than Lakanito in some 
circumstances, even though Lakanito is a higher-level spell. 
However, Lakanito will work sometimes against Greater 
Demons. It’s one of the few spells that does. 

Malor, the teleportation spell, is one of 
the most useful spells you can learn. It gets 
you quickly to places in the maze, and once 
you have it, you can almost always escape in 
a hurry. However, as the spell books state, there is some danger 
with Malor. Don’t teleport blindly, and don’t use Malor in a 
battle. If you teleport into solid rock, even the priests at the 
Temple of Cant can’t. Do anything about it, that is. 

There is no spell more powerful than Tiltowait, which is like 
a nuclear explosion. Oddly enough, there are a few characters 
you'll meet who simply shrug off the effects of Tiltowait. 

I wouldn’t use either Haman or Mahaman. They drain an 
experience level from your character, and they aren’t really 
needed. However, who can resist the temptation to see what 
happens? Well, it’s up to you. As for me, I wouldn’t bother. 


Party Teleport 
East 


Cleric Spells 


Dios, Dial, Dialma, and 
Madi are very important, 
and you should save your 
Cleric’s spell points for 
healing. Also, Dialko heals 
paralysis and Latumofis 
unpoisons a character. 
You'll want to make sure 
you can do that. 'A poisoned character may not make it back to 
the castle to be healed. 

The first important non-healing Cleric spell is Montino. 
With Montino, your enemies speak their words into silence and 
wait helplessly while you attack. 

Calfo is another spell you may find useful, especially when 
your Thief is still learning his art. Thieves become better at 
examining chests as they gain practice. But they can make 
mistakes. The Calfo spell lets you see inside the chest and know 
for sure what the trap is. You really don’t want your thief trying 
to disarm a Poison Needle when the trap is a Teleporter. That 
can land you in some nasty trouble. 


4 
a a 
Poktsieit 
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Lomilwa is an important spell. It helps you see invisible 
doors, and lasts until you return to the castle (or until you enter 
a magically dark area of the maze). 

Use Maporfic to lower the party’s AC while in the maze. 

A note on Di and Kadorto: These resurrection spells are 
powerful, but unpredictable. They are very likely to fail, and if 
you fail with Kadorto, you've lost a character. If at all possible, 
take the dead or Ashed character to the Temple of Cant. 

Finally, in the especially tough battles, use Malikto. It 
focuses all the Cleric’s spiritual power in a blast against the 
enemy. Like Tiltowait, it’s best saved for those really nasty guys. 
And by the time you can cast it, you'll be meeting them. 


FRIENDS 


Your friends in this game include the priests at the Temple of 
Cant, who will resurrect your dead and Ashed companions—for 
a fee, of course. The higher the level of the person who needs 
attention, the higher the fee. Priests will also cure Paralyzed or 
Petrified characters, though you can use many of your own 
spells to cure these conditions. There’s a greater chance of failure 
when you try to resurrect the dead or Ashed yourself. 

Boltac is handy at first. He’ll buy your unused items for half 
their value (or less) and sell you whatever he has. He can also 
identify items you bring back to him or uncurse them if you've 
made a mistake and equipped the wrong item. Of course all his 
services carry a fee. 

The Adventurer’s Inn is one of the most important places in 
this game. Rest your characters there to heal them or just to 
recharge them for the next foray into the maze. In the 
Adventurer’s Inn, the amount of restoration varies with the 
price of the room. Get the luxury rooms, and it'll cost you. 
However, you can rest for free. Any stay at the Inn (whether free 
or expensive) will recharge all your magic points. 


ENEMIES 


Inside the maze, don’t count on any help. You will meet some 
parties of “Friendly” characters, although I wouldn’t lend a 
dime to a group of friendly Rotting Corpses or Mangy Dogs. 
Often when you first meet a group of enemies, you won't 
know exactly who they are. For instance, you may meet a group 
of Robed Men. These could be Ninjas or Mages. Usually you 
find out what kind of creature you face during the battle. The 
Latumapic spell lets you see the true nature of your enemies 
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right away. This can be 
helpful since your attack 
strategy will differ de- 
pending on what kind of 
enemy you face. For in- 
stance, a group of Mages 
is easy to kill. Just silence 
them with Montino and — 
Is Man In Robes... let your swords make Nie 
short work of them. On the other hand, a group of Ninjas may 
kill you with a single blow, or poison you. Therefore, you may 
want to launch a more severe attack, perhaps using some high- 
level spells and even using Katino to try to put them to sleep, 
preventing them from attacking at all. 

There are several types of enemies. The simplest ones are 
the fighters or the monsters who attack with weapons, tooth, or 
claw. Basically, you just have to fight better or use magic. 

The next type of monster is the kind that can poison you. 
Strange Animals (of all kinds) can often poison you. Strange 
Animals may turn out to be Coyotes, Mangy Dogs, Amphibians, 
or any number of much stranger fauna. Rotting Corpses, some 
Slimes, or certain Ninjas may also poison you. 

Another difficult type of 
enemy is the kind who 
breathes on your party. These 
enemies can cause as much as 
20 or more points damage to 
each party member. Among 
them are certain dragons, 
Creeping Coins are light breathers. flies, and Creeping Coins. 

Magic users are common. Some are obvious (like the enemy 
Clerics, Mages, Samurai, and Wizards). Others are not obvious. 
For instance, Demons can cast spells, too. 

A few enemies can paralyze members of your party. 
Zombies are among these types of creatures. Paralysis is usually 
not permanent, but it is inconvenient. 

Other enemies may actually drain your characters of their 
experience levels. Watch out for certain Unseen Enemies who 
may turn out to be Life Stealers and Vampires. 

One other type of creature is the one who calls for help. 
These creatures may keep piling up on you, and if you're not 
strong enough to kill them, they might whittle your party down. 
If you can’t kill them, you probably should run. Bleebs are fairly 
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harmless creatures who do this. However, so do Greater 
Demons, and there’s nothing more fearsome than a Greater 
Demon (except, perhaps, Werdna himself). 


STRATEGY SESSION 
General Strategies 


The best way to play Wizardry is with great caution. Get some 
graph paper and start making a map. Remember, each maze is 
built on a square that measures 20 by 20. So if you're 5 North, 15 
East, and 2 Down, you're on the second level, 5 steps North and 
15 steps East of the stairs to the Castle. Be careful down there. 


Beginning Strategies 

If you have the patience to roll a Samurai (it is possible) I 
would start the game with two Samurai (or one Samurai and 
one Fighter), one Thief, one Cleric, one Mage, and one Wizard. 
The Thief will be weaker than the other fighters, but he should 
be able to fight well enough, and his ability to open chests 
becomes very important later in the game. Likewise, the Mage 
and the Wizard will be pretty useless at first, but they'll earn 
their keep as you forge deeper into the murky depths. 

Once you have created your characters, Add them to the 
party at Gilgamesh’s Tavern, then be sure to equip them with 
weapons and whatever armor you can afford at Boltac’s Trading 
Post. Be sure the first three characters in your party are fighter 
types and have weapons and armor. They are your front line. 
Unless they fall, your other characters are safe from attack (at 
least on the first level of the maze). Build up enough money to 
buy the best that Boltac has to offer. 

At the beginning of the game, go out into the maze slowly, 
fight a battle, and.come back to rest in The Stables at the 
Adventurer’s Inn. Don’t take any chances early on. Just get 
through one battle at a time. Once you have gone up a few 
levels, you'll be able to fight a few more battles, and eventually, 
you'll be strong enough to beat anything on the first level 
without taking much damage. 

My advice, once you reach that point, is to go to the first 
room to the right of the stairs to the castle and walk around in 
that room. You'll find that you get attacked a lot there, but you 
are near the stairs, so you can beat a hasty retreat if you get 
banged up. With patience, you'll gain both gold and experience 
points this way, preparing you for future explorations. 
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You'll have to determine when you're ready to begin to 
explore past the first level. I will warn you, even the first level of 
the maze contains some tricks that can really mess you up. For 
my part, being the cautious type, I would wait until I had at 
least the Mahalito and the Latumofis spells before venturing out 
to the second level and beyond. 

Always use Cleric spells to heal your characters. Don’t stay 
at the Inn and pay for expensive rooms. For one thing, it uses 
your gold unnecessarily. For another, your characters age when 
they stay in the rooms. They don’t age when they stay in the 
Stables (which are free). I always use my Cleric’s spells, and 
then, if necessary, I rest the Cleric in the Stables, then return to 
the maze to use healing spells again. 

About Age: It is possible to complete the game without aging your 
characters past their prime. However, there are some ways that your 
characters can age past the point where they can be effective. Changing 
character classes will age a character, so if you plan to change classes, 
try not to do it more than once or twice. And remember, don't pay at 
the Adventurer’s Inn. There's no fountain of youth in this game. 

Also, when your characters are ready to go up a level, have 
them completely healed first. That way, they'll have all their hit 
points, including any new ones they've gained. 

Mazes are divided into several types of areas. In ordinary 
areas, you get attacked occasionally, but not all the time. Other 
areas are what are called encounter areas. In these areas, your 
chances of being attacked are much greater. There are also dark 
areas where no light will shine, and anti-magic areas where 
magic will not work. Be especially careful around these areas. 

Among the dangers you'll face in the maze (in addition to 
attacks by numerous enemies) are special places with pits 
(which take hit points from all your characters in a flash), 
spinners (which randomly spin you around), and teleports 
(which instantly move you to a new location). With spinners 
and teleports, the world will seem to shift a little (though the 
hallways may look exactly the same). Whenever you see this 
shift, cast a Dumapic immediately to find out where you are. 


Level One. There are some interesting areas on Level One. The 
enemies you'll meet aren't powerful, and you should have no 
trouble once your characters have some experience. However, if 
you are like most adventurers, you'll probably be exploring 
before you're entirely ready. That’s OK. Just be careful. 

The most significant area on Level One is the false, one-way 
door at the end of a long hallway. You may not find it at first, 
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but when you do, you'll enter 
a new part of the maze. This 
area is tricky and you'll need 
to map carefully to under- 
stand how to get out again. 
There are also several rooms 
with hidden doors. Use 
Milwa or Lomilwa to reveal 
those doors. 


Wizardry 


seems to 
In the 
man in a 


A strange glow 
emanate from this room. 
smallish 


toward the 


centers a 
long 
party and shouts 

“Begone, strangers!" 
He slowly waves his hands,and 
chants 


robe turns 


“MAPIRO MAHANA DIROMAT!~ 


There are surprises on Level 1. 


Obtain certain keys and objects that will help you later in 
the game. Don’t throw anything away. However, past a certain 
level, there are some items that you won’t need. Unfortunately, 
the game doesn’t tell you when an item is used. It’s pretty much 
trial and error that will show you that. If you were unable to 
enter a certain area before you obtained a certain key or statue, 
and you could enter it afterwards, it isn’t a coincidence. 


Level Two. There’s at least one useful object on this level. 
There’s also a certain cryptic message you can try to decipher: 
“A dungeon’s dark...”; “When it’s not lit...”; “Watch out, or 
you'll...” Can you fill in the blanks? 

The enemies on Level Two are more difficult than those on 
Level One, but they aren’t all that different. 


Level Three. This level is loaded with nasty surprises. It’s really 
a grid of dangerous rooms with a slightly tricky section in the 
middle. However, in addition to the rooms, there are lots of 
confusing messages and some pits and spinners. The enemies 
you'll encounter on this level are more difficult than those on 
Level Two. Many of them can poison you, so it’s good to be well 
stocked with Latumofis spells and some curing scrolls. 

If you get in trouble ex- 
ploring this level, there’s an 
elevator you can take back to 
Level One. To find the entrance 
to the area the elevator is in, go 
West from the stairs leading up 
to Level Two. Once you go in the door to the West, imme- 
diately take the door that leads South. Then follow the hallway 
to the elevator. 

I'll give you a hint about this level. Don’t believe everything 
you read. Also, the stairs down to Level Four are easy to get to, 
if you know the way. 


The Public Elevator. 
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A sign on the door reads: 


“Monster allocation center" 


Level Four. Level Four 
contains several important 


areas. There’s the Monster A musashi’s options 
Allocation Center (one of ; “Eazy 


Werdna’s special monster 
factories, I guess) and a 
Treasury. Be sure to explore 
these areas. You'll learn 
some important infor- 
mation and you'll obtain a Is this Werdna's monster factory? 
very important item. The battles you'll face here are tougher, 
however, so be prepared! There’s an entrance to the ordinary 
elevator. If you find it, you can get back to Level One in a hurry. 
The Private Elevator is also on this level. Perhaps you can figure 
out how to use it. One hint about this level is that you had better 
find another way into it than the stairs. 


Level Five. This level is loaded with little rooms and some tricky 
walls. There’s also a No Magic area. In there, your fighters will 
be your only salvation. Be careful. Perhaps there’s something 
hidden in there? 


Level Six. Level Six is another area full of 
little rooms and strange hallways. Watch 
out for spinners and pits. On this level 
you may meet Level Seven Mages, Level 
Five Clerics, Medusalizards, and who 
knows what else? 


Level Seven. If you map this whole level, 
7 you'll find plenty of tricks. There are 
A Medusalizard. several teleports that take you from one 
place to another. If something doesn’t seem quite right, be sure 
to use Dumapic. You'll encounter several kinds of strange 
animals, Level Seven Mages, High Clerics, Champ Samurai, Fire 
Giants, Ogre Lords, Trolls, more Medusalizards, and the like. 


Level Eight. Look out for the darkness! There are whole sections 
of this level that are dark as Werdna’s heart. You'll just have to 
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blunder through it all as best you can. Be sure to 
map as you go. That way you'll have a chance of 
making it without getting hopelessly lost. One 
special trick of Wizardry is sometimes to put 
invisible doors in areas surrounded by darkness. 
Because the dark areas turn off all your light 
spells (Milwa or Lomilwa), you won't see those doors. It can get 
hard to keep casting the spells in this kind of area, so you may 
want to try some walls to see if they are hiding doors. Also, 
there may be doors inside the dark area. Try to open doors along 
the sides of straight passageways. You can hear the sound of a 
door opening when you find one. Be wary, though. Nasty 
creatures like Lifestealers, Trolls and other strange animals lurk 
in the darkness, and, well, who knows what else? 


Level Nine. Most of Level Nine is inaccessible. You'll meet some 
fearsome enemies here, including Nightstalkers and Lifestealers 
who will definitely not make your day. Lesser 
Demons, Gorgons, Giants, and Dragons all 
wander the hallways of this level. And almost 
every room is trapped to cause encounters, so 
be at your strongest when you make it here. Be 
careful. If you don’t watch your step, you may 
fall down a hole and find yourself in Level Ten. There aren’t any 
stairs going up from Level Ten. By the way, the maze on this 
level holds a secret about one of Wizardry's original creators. 
Can you figure it out? Hint: If you teleport into certain areas of 
this level, you will automatically be sent somewhere else—not 
where you expected to be! 


Level Ten. This is the worst level. First of all, once 
you get there, you have to figure out how to get 
out. Then you have to deal with numerous 
teleports that send you to different places. If you 
learn which way to turn, you'll make it to 
Werdna’s hideout. From there, it’s win or lose 
against the evil wizard. 

You'll encounter everything this program can throw at you 
on this level, although you don’t have as many encounters as on 
some levels. Still, you'll meet some fearsome enemies. Greater 
Demons and Vampires head the list, followed closely by such 
nasty characters as Lifestealers, Nightstalkers, and the whole 
assortment of beasts and killer bozos. 
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Many choices lead you back to the place where you first 
entered the level. At least you can learn which choices take you 
back and which choices lead you forward. A few times through 
the maze, and you should have it figured out. Other than the 
teleports, there aren’t any other special traps. (Oh yeah, one 
teleport takes you back to the Castle.) 


SHH... THE SECRETS 


My Good characters turned Evil. How did that happen? Is there any 
way to turn them Good again? First, what would a Good character 
never do? Attack a friendly group. Your Good characters will 
turn Evil if you consistently attack friendly groups. Second, 
what would an Evil group never do? Not attack a friendly 
group, of course. So to turn your Evil characters into Good ones, 
leave the friendly groups alone. It may take some time, though. 


There are a few tricks that can get you through Wizardry in 
record time. They have their drawbacks, but they can help. 


Trick Number One. To gain gold quickly (so you can afford 
Boltac’s better items like Copper Gloves and Body Suits), create 
characters, take them to Gilgamesh’s, and use the Pool Gold 
command to give all their money to one of your regular 
characters. Then Delete these characters and create new ones. 
One added advantage of this technique is that you can also be 
on the lookout for an exceptional roll. You may get a character 
with 20 or more points to distribute. Keep that kind and make a 
Samurai or powerful Wizard. Or create a character with 
attributes close to those needed by a Lord, so you can bring him 
up to the status of a Lord quickly. 

That reminds me of another trick. Once a character has 
learned a spell, he always knows it. Therefore, if you have a 
character you want to groom to become a Lord, for instance, 
start him out as a Mage or a Samurai. He'll learn Mage spells, 
and when he becomes a Lord, he'll still know them right along 
with the Cleric spells he learns. The same principle would also 
apply to a Cleric who is changed into a Samurai or a Mage. 
Create super characters this way. Just remember, when you 
change a character’s class, he gets older and his attributes 
change (not usually for the better). 


Trick Number Two. Although you can’t ordinarily have a party 
that consists of both Good and Evil characters, there is a way to 
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do it. You’ll want to use this method if any of your regular 
characters get their alignment changed. First, gather up all the 
Good characters you want and go into the Maze with them. 
Press Select and Quit to leave them there (preferably right at the 
base of the stairs). 

Next, get your Evil and Neutral characters and take them 
into the maze. Press Select and Search. You'll find the other 
characters there waiting. Reorder your party if necessary and 
continue playing. 

Your party will stay together now until you return to the 
Training Grounds. When you are finished with a session for the 
day, leave your characters in the Maze and use the Quit option. 
Now, when you return to the game, you'll be able to restart the 
party as an “Out” party. You won't have to monkey around with 
the method used originally to get them together. 


Trick Number Three. OK. You've found out how hard it is to 
survive down there. But there is a trick that will keep you alive 
any time you want to use it. Fans of the computer versions of 
Wizardry never had this technique. 

Here’s what you do: Whenever you are in a battle, Wizardry 
doesn’t save what's happening until after the battle is finished. 
That means that if things aren’t going well for you, you can 
simply press Reset to avoid the consequences. Then restart the 
game with the “Restart an ‘Out’ Party” command. Your party 
will be near the place where the battle took place, but they will 
be in the state they were before the battle. 

This trick also works when opening a chest and accidentally 
triggering its trap. However, you need to be fast with that one. 

As far as we know, it is safe to use this trick. We used it 
many times without any mishaps. However, as with anything, 
you'll have to use it at your own risk. We can’t guarantee that it 
will always work. We can only say that it always worked for us. 


Trick Number Four (The Fast Track). Here it is. How to beat 
Wizardry in record time. It still takes a while, but it'll get your 
characters to the top levels about as fast as possible. Don’t do 
this first, though. Play the game normally. It’s much more fun. 

Here’s what you do. Once your characters are at least fourth 
level and are pretty well equipped, find Murphy's Ghost. He’s 
on the first level, but there’s a trick to getting to him. 

You'll find Murphy’s Ghost by going out the door at the end 
of the first hallway, then continuing down the next hallway East. 
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When you get to that hallway, 
go through the wall at the end. 
It’s a false, one-way door. Now, 
immediately turn to your left $ attempts to slice 
and go in the left-hand door. PA lordy aad misses 
You'll see a message and then 
have the choice to search or 
not. Search and you'll battle Murphy's Ghost. He won't do too 
much damage, and eventually you should beat him. Just use 
your swords on him. You'll get more than 700 experience points 
and some gold, too. Keep fighting him as long as you can. To get 
back to the stairs to the castle, leave the room where Murphy’s 
Ghost is and go to the wall. Turn right and through the doorway 
ahead of you. Take the next door to the left and follow the long 
hallway until you get to a dark area. Immediately turn right and 
walk 9 paces. Then turn left and walk until you reach the lighted 
area. You'll be very near the door you that leads to the stairs. 

By the way, if you attack friendly Murphy’s Ghosts, there’s a 
chance that your Good characters will turn Evil. Be aware of 
that. After all, Good people don’t attack friendly creatures. 

There’s another great trick. First, you have to find the 
Private Elevator and figure out how to use it. I’m not going to 
tell you how, though. That’s up to you. Once you can use the 
Private Elevator, take it to the ninth level and explore. You'll 
find a chute to the 10th level. Don’t worry, from that chute, you 
can walk one square to take you back to the castle. But you can 
also explore the 10th level and find some great items. Try to find 
groups of Earth Giants or Poison Giants (and remember 
Makanito). They're worth the most points. Will o’ Wisps are also 
worth a lot. Remember the Reset button, though. 

Once you get the Malor spell, cast the following coordinates 
while standing right on the stairs to the castle: 8 East, 2 North, 8 
Down. That will take you to the chute to the 10th level. 

By the way, there is a way to reach the first elevator (in the 
dark area marked “Area out of bounds” on the first level). This 
method works, even if you don’t have the secret item that lets 
you pass that checkpoint. To get there, go to the area where 
Murphy’s Ghost hangs out and then go back through to the dark 
area mentioned in the instructions above. When you reach the 
dark area, walk nine paces, then, instead of turning left, turn 
right and keep walking until you reach the elevator. 


Murphy’s ghost 
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SHORT TIPS 


Here are some tips to add to your fun... 


Arkanoid 
To select any stage, press Start, A, and B and hold them until 
you reach the stage you want, then let go. 

To continue the game, press Select five times while pressing 
A and B. You'll have to start with a score of zero, but you start 
from the last level you played. 


Astynax 
When you fight the Fish Men, use the Time Stop spell. 

If your spell points get below 4, get the “Cuties” from the 
statues. 

Here’s a secret for getting to the end of Astynax. This last 
part is a maze that can get tricky. When you come to a single 
door with no enemy guarding it, hold Up on the pad for three 
seconds, then go in. Pick the right door. Then look for the doors 
guarded by skeletons. 


Bad Dudes 

To get 64 lives: At the one or two 
player selection screen, press B 
ADUD UStart on Controller 2, 
then Start on Controller 1. 

To skip the opening screens 
press Reset; to skip the talk, 
press Select. 

Here are some moves you 
may not have discovered: Press 
A and L or R for Back Kick; A 
and B for Jump Kick; A, B, and L or R for Flying Spin Kick. For a 
Power Punch: hold down A until your character glows. 


Bubble Bobble 
Steal Lives by pressing Start to pause, then Select. 

The Lvl 99 password is GEJJJ; grab crystal ball and go 
through secret door behind Hullaballoon. 
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Here are the ultimate passwords. Use these, and you can 
play any level: 
Level 112 EECJJ 
Level 112 (Super bonus) EECFG 
At the end of the game, if you want the “happy” ending, be 
sure both characters are on the screen before you pop the last 
bubble. 


Bugs Bunny’s Crazy Castle 
Here’s a password if you want to see the final level: YTKX 


Clash at Demonhead 
Find the half-price 
sale: On your 30th 
visit to the Store, 
every-thing is half 
price. Be sure to have a 
lot of money to stock 
up on everything. By 
the way, the best place 
to get lots of every- 
thing is the Desert. Get 
to the Desert by going 
down the Well on 
Route 15. 

Did you know 
there’s a pattern to the 
way the enemies leave 
things behind in this 
game? That’s right. If 
you count the number of enemy creatures you blast, you can 
predict exactly what item you'll get next. Start counting from the 
first apple you get. From there the pattern is: 3 enemies killed-$; 
3 more-$; 2 more—Heart; 4 more-$; 2 more-Apple. 

Check the map to know where you are in the game. 


Contra 
To get 30 free lives, press up up down down left right left right B 
A Start. 


Cybernoid 
Here are some special tips: 

Shoot the jesters’ heads facing left a few times; a star will 
come from the head giving you 5000 points. 
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Extra lives: The big guns are really only for show, but if you 
blast the base of the gun a number of times from the left, a 1-Up 
balloon will inflate from the barrel of the gun. 

The Transformer Trick: If you are on a ‘lift screen’ (with the 
Cyberlift to the next level), and then you lose all your Bouncers, 
try shooting the sliders on the lift (bottom left-hand side). After 
a while, a T icon should appear. Pick it up to transform. With 
transform, you get 5 shields, full weapons, hyper fast maces, 
and a permanent shield for 6 screens. 

Power-up Trick: Wait on the first screen of either level two 
or three. Get rid of any weapons you have so all extras read 
zero. Now wait until the screen starts to flash. A power-up gem 
will appear, giving full power and 5 shields. 

For the screens where the green lift entrances are blocked by 
barrels or crates, use the following method: Bomb the first two 
barrels or crates and land on the green column. Now pause the 
game. Select will still work, so put it on SHIELD and press the B 
button. You will notice the shield count has gone down. Now 
with the game still paused, move the selector onto Bombs (for 
barrels; Bouncers for crates), then get ready on the B button and 
remove Pause. Keep blasting with both fire buttons and pretend 
there's nothing in your way. You'll get through easily. 

Rapid pausing and unpausing is also useful for getting past 
really tough alien screens. 


Deadly Towers 
To have a more powerful character: Change first two letters of 
password to EF or FE and character becomes super strong. 


Demon Sword 

The secret to this game is to keep powering up. Keep 
fighting and gathering items, and get special weapons by using 
the keys. Look for the Buddha who gives you free weapons. 

On Bone Mountain, to beat the Skullkeeper, hide in the dip 
in the ground and his shots can’t hit you. 


Double Dragon 

Usually when you play Double Dragon, you have to earn your 
moves by earning hearts slowly through the game. There’s a 
trick for earning all your hearts at once. Begin on Mission Two 
and fight the Williams at the top of the wire fence and get his 
bat. Then continue to the right until you get to the second wire 
fence. Jump off the ledge and find the next Williams near the red 
girders. What you want to do is lure this Williams toward you. 
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Climb the wire fence just as he 
reaches the left edge of the 
girders, then walk all the way 
to the left, down the next wire 
fence and keep going. When 
you can’t go any farther, go 
back to the place where you 
left the Williams. He won't be 
there, but something is. Use 
the bat or your kicks at that 
Climb the fence when Williams  SPOt and you'll get points 

reaches the girders. even though nothing is there. 
Keep going as long as you 
can, then finish the mission 
before time runs out. 

In case you’re short on 
time after charging up in 
Mission Two, you can bypass 
the battle with Chintai at the 
end. Just let him appear at the 
top of the building, then climb 
back down the ladder. When 
you go back up after a couple 
After going all the way to the left, of seconds, you'll find 

come back and whack where yourself in Mission Three. 
the Williams was. Th d 
ere are other places in 
Mission Four where you can 
avoid a fight. Just climb the 
ladders to avoid Williams and 
no other Williams will appear. 
Also climb the wall to avoid a 
fight with Adobo. To pass by 
the cement blocks without 
getting hit, wait until the first 
ce emer E block comes out twice in a 
row, then walk without 
Charge up your hearts! hesitation past the rest of 
them. You should make it without getting hit. 

Later in Mission Four, you can get the famous golf club 
weapon, but you have to be pretty tricky to do it. When you 
meet some knife-wielding Chintais, fight them, but leave the 
knife where it lands. When you defeat the last Chintai, pick up 
the knife just as he blinks the fourth time. Instead of a knife, 
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you'll be holding a powerful club. To keep this weapon when 
you fight Willy, use it against the Lindas, but let one of them 
knock it out of your grip just before defeating them. Again, pick 
it up when the last Linda blinks for the fourth time. It will 
change again. Take it with you. It will help. 

If you get to Willy, you'll want to remember that he can 
only shoot horizontally. If you fight him from above or below, he 
can’t do much about it. Also, you may be able to get him into a 
corner where he'll shoot harmlessly off the screen. 


8 Eyes 

To succeed at this game, you need to learn to fight correctly. 
Watch the enemy and learn his pattern. Then duck in and attack; 
retreat when he attacks. If you fight that way, you'll have no 
trouble with ordinary enemies. In the battles with the bosses, be 
sure to find the hidden power-up items. Each boss room hides 
one special jar. Get it and use the Ice Balls on bosses, and you 
should be able to beat any of them. 

One of the tricks to this game is to figure out the playing 
order. The correct order for the first three castles is Spain, Egypt, 
and Italy. 

Not enough? OK. If you must know, the remaining castles 
are India, Africa, Germany, Arabia, and Ruth. 

If you gather all the clues in this game, and you still can’t 
figure out where to put the jewels, here’s a hint. Write down all 
eight colors on separate pieces of paper, then try to arrange them 
according to the clues. If you’re missing any clues it will be 
harder to do. Be sure to find all the clues. No, we’re not going to 
give you the answer. If you got this far, you can do it. 

If you really liked this game, but you want even more 
challenge, try the second quest by entering the password 
TAXANTAXAN. And if you're really looking for some 
competition, try the ultimate round by entering FINALSTAGE 
as a password. 


Gauntlet 

Here’s an easy trick to pull on this game. Just start a two-player 
game and enter the same password for each character. Let the 
second character die and collect all his or her items. It’s that easy. 


Ghosts and Goblins 

Warp to any level, begin on the menu screen, then: 
Press and hold R and press B 3 times. 

Now press U and release, then B 3 times. 
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Press L and release, then B 3 times. 
Press D and release, then B 3 times. 
Push Start. 


Golgo 13 

Stage Selection: Get to any stage in this game. First, watch the 
demo sequence, then, as the last words disappear, you'll see the 
ninja’s eyes. At that point, press Start on Controller 1, then hold 
down A, B, and U. On Controller 2, hold A, B, and U/L. Now, if 
you're an octopus, press Start again on Controller 1. If you did it 
right, you'll see the double zeros (00). Use the keypad to change 
this number to select the stage you want. 


Number Stage Number Stage 

00 1 32 Z 

08 2 38 8 

0A 3 3B 9 

12 4 40 10 

iE 5 49 11 
Gradius 


Start with shield and two options and one 
speed: Begin the game, then Pause. Now 
presUUDDLRLR B A Start, 
then unpause. You can do this at the start 
of each level. 

To start where you last died: D U B A B 
A B A Start. 

There are lots of other secrets in this 
game. For instance, to get a rapid-fire gun, Powered Up. 
collect six power capsules. When the thousands digit in your 
score is a zero, collect the seventh. To get a 10,000 point bonus, 
do the same thing you just did, but have the thousands digit 
read a 5. To skip Level 2, destroy four silos in Level 1, then, 
when you destroy the Core Fighter, you'll take the shortcut to 
Level 3. To skip from Level 2 to Level 4, fight the Core Fighter, 
and when the core turns blue, destroy it within a couple of 
seconds. To skip from Level 3 to Level 5, destroy ten Moias, then 
beat the last enemy. 

There are lots of other special places in this game, including 
many extra ships and point bonuses. Keep looking for them. 
Some depend on your score. Try to make the thousands digit an 
even number. 
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Guardian Legend 
Here are some hints that might help you figure out how to open 
the seals: 


In Corridor 1, shoot the door. In Corridor 2, touch the 
surrounding block walls. In Corridor 3, wait for 30 seconds. In 
Corridor 4, enter the “Lanter’s” room five times. In Corridor 5, 
shoot the word “Corridor.” In Corridor 6 use up all your 
weapons (use your chips). In Corridor 7, exit and reenter the 
room five times. In Corridor 8, set the weapon to “No Use” and 
press A. In Corridor 9, step on the door. In Corridor 10, press B 
for 10 seconds. In Corridor 11, pass through Corridors 1-10. 


Gun.Smoke 

To start with 300 machinegun bullets, begin at the title screen, 
then push A four times, Select four times, then push R twice. 
Finally, push Start. 


Gyruss 

Begin the game with 30 ships. During the beginning sequence, 
press A, B, Right, Left, Right, Left, Down, Down, Up, Up and 
then Start. 


Ikari Warriors 
Continue from the last level by pressing A, B, B, A immediately 
after losing your last man. 


Ikari Warriors II — Victory Road 
Use the same continue feature as the first Ikari Warriors. 


Ironsword 

To start with three men, put the letter N in your password as the 

fifth letter. This is handy on the last level if you only have one life. 
Start the game with all armor: enter PITRTGHTGLNM. 


John Elway’s Quarterback 

This trick is pretty dumb, unless all you care about is winning, 
but if you are in a one-player game and you want to score a 
touchdown, try putting the cursor on the Normal/Reverse 
selection and waiting for time to run out. Now just run for the 
sidelines and into the end zone. Nobody can catch you. 
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Karnov 

Level Select: Hold down A, B, Select and R on Controller 1, then 
press A on Controller 2 to pick the level. Press one time for level 
2, twice for level 3, and so forth. Then press Start. 


Kid Niki 
To beat Buddha at end of stage 2, stand on wall, then when he 
throws spiked ball, attack before it returns to him. 

Secret shortcut in round 4-11. Go to first rock, stand on right 
edge and jump three times. Turns into fish. Go in mouth of fish 
to shortcut to end of level. 

At beginning of 4th stage, go to left, near edge of cliff and 
crouch for about 4 seconds. The character flashes, then is in new 
area. Open eggs for extra items. 


Knight Rider 
Here are some super-hot tips: 

To jump to the boss of each level: Press Start to pause, then 
Up/Left, A, B and press Select to cycle through all weapons. 
Release all keys and press Start to unpause. 

To choose a city: Press A and B before powering on. Let go 
when the title screen comes up. The Select mode appears and 
each number represents a city. 


Kung Fu Heroes 
Continue the game by holding down A at the title screen and 
pressing Start. 


Legacy of the Wizard 

To begin with, find all the magic items and treasures first. Don’t 
try to complete this game by going directly for the crowns. Once 
you have everything except the sword, it’s time for the crowns. 
Learn how Xemn uses the glove to move rocks (and even ride 
on them by jumping up and down). 

Find the crowns in the area around Keela, and go for 
Xemn’s crown last. Be sure to use the Power Knuckle. From the 
Dragon, take each of the four paths to get the four crowns. Use 
Meyna to find the crown in the lower left corner, Lyll to get the 
one in the upper right. Use Pochi to get the crown in the lower 
right, and Xemn to get the one in the upper left. 

Check with the Princess to find the sword, and, once you 
have it, wake the Dragon by walking underneath him. 

By the way, to cross spiked areas safely, hold Up on the 
control pad. 
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Life Force 
For 30 free lives press: up up down down left right left right B A 
Start. If you do this three more times, you'll have 120 lives. 
Anyone can beat this game with that many chances. 

Gain a 5000 point bonus for blasting through walls in Stages 
land 2. 


Mega Man 
Here are some tips for the original Mega Man: 


To defeat Elecman, use Cutman’s power. 
To defeat Iceman, use Elecman’s power. 
To defeat Fireman, use Iceman’s power. 
To defeat Bombman, use the regular gun. 


In Dr. Wily stage, to defeat the Cyclops, shoot it in the eye 
with the Elecbeam about seven times. To defeat your double, 
use powers from Elecman and Bombman, in addition to the 


regular gun. 


Metal Gear 
Try these tips for shredding the mazes in this game: 

In the lower maze leading to Building 4, the secret is to try 
the exits in the right order. Use the left exit twice, then go to the 
upper left. Finally, use the left exit again. 

The upper maze leads to Building 5. Use the lower left exit 
twice, the upper exit once, and the lower left again. 

To stop the pits from opening in some buildings, press 
Select. Press A to see the Weapon Select screen, then press Select 
again. The pit will seem to disappear. It’s still there, though. It 
just won't get any bigger. 


Metroid 
Use this password to start out as a very well-equipped female 
warrior: JUSTIN BAILEY. 


Mickey Mousecapade 
Level Select: You can go to different stages of the game by 
pressing the direction pad in certain directions and holding 
Select and Start at the same time. 

To get through the woods, be sure to go Spring, Summer, 
Fall, Winter. Look for hidden doors in the trees. 
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Mike Tyson’s Punch Out 
Get to the 2nd World Circuit: 135 792 4680 
and press Select, A, then B. 

To get to Mike Tyson, enter 007-373-5963. 

To beat Tyson, you have to watch 
carefully. When he blinks one eye, a straight 
punch is coming. If he blinks both eyes, look 
out for a lot of punches. If you can avoid his 
power punch for half the first round, he 
won't be able to use it anymore. 

Try this password to get a busy signal: 
800 422 2602. Try this one to see the credits 
for the game: 106 113 0120. 


1943: The Battle of Midway 
You probably like to use Turbo on Button B in this game, but if 
you take Turbo off and press and hold B until you hear a special 
sound, you can fire extra powerful weapons. 

If you want to try playing at the top of the game, use this 
password for mission 23: TX29U. 


Othello 
Othello Super Slot Mode: At game select screen, hold select and 
press Start. The game mode will read “slot.” Now play the game 
with 2 players. At end of game, you are prompted to press Start. 
Instead, hold Select and Start to see slot machine. 

To secretly turn the chips of your opponent, select A B B AB 
A AB followed by U D Select Select Start. 


P.O.W. 
Get 20 free men: Press AB B U UD L after title screen. 


Rad Racer 
If you crash, lose less time by pressing Start continuously to 
pause the game until the car is on road again. 

To choose a course, select a car and go into a demonstration 
screen. Now press B a certain number of times. Each press takes 
you to another course. When you're finished, press U/R and 
Start together, then press A. 

To continue from where you left off, press A and Start together. 


Rad Racer 2 
Press U/L nine times for night driving. 
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Renegade 

Stage select: For Stage 2, Press Down on Controller 2; DURUL 
U Start on Controller 1. For Stage 3, Press D on Controller 2; U D 
LD RD Start on Controller 1. For Stage 4 Press U on Controller 
2; D D U URL Start on Controller 1. 


Ring King 

To get all the energy you can ever need: Start on Controller 2 
and press A, then on Controller 1 press A, Select, A. On 
Controller 2 again, press B, then on Controller 1 press Select. On 
Controller 2 press A then B and finish on Controller 1 by 
pressing B twice, then Start. 


Seicross 
Continue on the same level by pressing A and Start at the Game 
Over screen. 

To select the level or the difficulty setting, press L and A and 
B on Controller 2, then, on Controller 1, use A to select difficulty 
and B to select the round. Press A and B together to warp to 
advanced levels. 

For invincibility, press L, A, and B simultaneously on 
Controller 2. At the same time, press U U DD and Start on 
Controller 1. 


Trojan 

To continue in a one-player game, press U and Start together. In 
a two-player game, both players press U and only player one 
presses Start. 

To defeat King Shriek, duck his iron balls and hit him eight 
times. To defeat Achilles, back him into a corner and hit him 
several times. Now stop for a second and hit him again when he 
stands up. 


This Just in... Late Breaking News: 

We just found a couple of great codes for Astynax. 
For a level selection, press D L R B B B B. 
For invincibility, press U U U U D LR U. 


Got any other great tips? Let us know. Write to: 


Game Tips 
P.O. Box 1260 
Rocklin, CA 95677-1260 
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PREVIEWS OF 
UPCOMING HITS 


There are lots of new games coming out for the NES. We 
thought you'd like to see previews of some of the best of the 
new crop. This is only a small sample of what's to come, but we 
predict these will be among your favorites. 


ADVENTURES IN 
THE MAGIC KINGDOM 


Distributor: CAPCOM 
ras Zs, | Ever been to Disneyland? 

4 Now you can go any 

time you want. Enter the 
magical world created by 
Walt Disney and adven- 
| ture through the rides 
like the Pirates of the 
“MAYBE YOU CAN FIND THE Caribbean, the Haunted 
Seen | House, Thunder Moun- 
Lote shiny ansaid pani belies tain, Autopia, and Space 
Mountain. It’s up to you 

to find the six lost keys and help Mickey and Goofy and Pluto 
start the great parade. There’s lots of action and fun. To find the 
~ z - sixth key, you'll 
have to answer $ 
trivia questions 
about the Disney 
characters (like 


E es “Who is Mickey’s Dog?”). That's 

AAS REE easy, but, of course, there are 
A dı , too. 

Thunder Mountain. otoa 
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BEETLEJUICE 


Distributor: Acclaim/LJN 
"Beetlejuice. Beetlejuice! Beetlejuice!" What 
more can we say? 


BACK TO THE FUTURE: PARTS II AND III 


Get back. It's time to explore the 
future and the past in this new 
double episode. We just barely 
got this one into the book. It was 
brought to us by a strange man in 
an even stranger car. He said 
something about having to get 
this into the book or history as we 
know it would change. I guess 
we're safe now! 


CASTLEVANIA III: 
DRACULA’S CURSE 
Distributor: Konami 
It’s a generation before Simon 
Belmont (hero of the first two 
Castlevania adventures). Now 
you play the legendary Trevor, a 
vampire killer possessed of 
extreme strength and courage, 
plus the mystical power to 
transform into one of three 
powerful spirits: the ghost pirate 
Grant DaNasty, the warlord Sypha, 
or Count Dracula’s own forgotten 
son, Alucard. Use your powers 
wisely, and wield the traditional 
whip as well as a battle axe. Use 
invisibility potions to go unseen past 
: some of your enemies. 
Of course Dracula isn't exactly sitting in awe of your skills. 
He’s amassed “the greatest army of evil ever assembled.” Don’t 
think this will be a cruise, dude. It’s Dracula’s Curse, and the 
Count is out for blood. 
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CHIP AND DALE’S RESCUE RANGERS 
Distributor: CAPCOM 


It starts out as a harmless search for 
a lost kitten, but things may not 
always be as they seem. Join Chip 
and Dale with their friends Gadget, 
Monterey Jack, and Zipper as they 
try to find out what's going on. Is 
Fat Cat behind the sudden appear- 
ance of robotic rats and mechanical 
bulldogs? Become one of the Rescue 
Rangers and solve the mystery. 

This game is full of fun and 
challenge. Hide inside boxes, or 
throw them at your enemies. Pick 
up those same boxes to find hid- 
den items. The action and the 

Hide in the boxes. graphics are 
first-rate. And for extra fun, play with two 
players—one player is Chip and the other 
is Dale. There are all kinds of things you 
can do in the two-player game. 


2-chipmunk mode. 
DRAGON WARRIOR 2 


Distributor: Enix America 
It’s a couple of generations later, and there’s trouble in 
plied again; That’s your cue. Use your hero’s skills to bring 
z 7 back peace—again. If you got a little 
lonely on your last quest, take heart. 
This time you get to journey through 
f your exciting adventure with two 
companions. And if you didn’t find 
a enough to - 
do last time, this version of the 
world of Alefgard is four times 
larger than the last. That's right, 
the world got a lot bigger! 

Dragon Warrior 2 is a mon- 
ster hit game in Japan, where role- 
playing games top the charts. 
Find out for yourself what all the 
fuss is about. 
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DUNGEON MAGIC 
Distributor: Taito 


When the shadowed veil returns 
to mask the midday sun 
The Fire of Serpents will rise 
again; Five shall become the One. 
e elements now heed his call, 
and hope is born alive; 
We will have our peace once more 
when the One becomes the Five. 


Well, if you understand the 
incantation in the caption, 
you're ready for a great quest. 
Your goal is to find the 
mystical armor and the five 
powerful swords once owned 
by the warrior/magician 
Magi. But you've got a lot to 
learn. In Dungeon Magic, you 
must learn the four elemental 
magics and learn to construct 
complex spells by combining 
the mystical elements. In 
addition, you must follow the 
clues you get and explore a 
vast world of forests, lakes, 
dungeons, towns, and castles. 
Unlike many adventure 
role-playing games, Dungeon 
Magic lets you 
explore freely, 
although you'll 
only get clues 
when you have 
earned them. But E - 
you can find yourself up to 


your ears in dragon poop before you know it. So save often to 
the battery backup and then get out there and learn the secrets 
of the mystic arts and the powers of battle. 


FLYING WARRIOR 
Distributor: Culture Brain 


Combining one-on-one martial arts with arcade action and role- 
playing adventure in one game is quite a tall order, but this game 


has it all. Play the hero, Rick, and make 
your way through a series of tests of skill 
and courage to see if you can save the 
world from an evil demon that’s about to 
be unleashed on the world. This game is 
full of objects to find, secret skills and 
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magic, and lots of encounters with enemies of all kinds. In fact, in 
order to succeed, you'll even have to fight your teachers to prove 
your skills. 


THE IMMORTAL 


Distributor: Electronic Arts 
Sometimes it’s probably nice to 
be a wizard, but not when 
you're stuck in a dungeon full 
of traps and monsters and you 
don’t even know where you're 
headed or why. Still, if you’re an 
adventurous kind of wizard, 
this is the perfect place to be. 
The Immortal is a new - 
fantasy adventure/action game that features a special three- 
quarter perspective maze and lots of puzzles, special objects, and 
danger at every turn. Although the game was in a very early 
stage when we got to look at it, we were intrigued. Look for The 
Immortal to take you where no other NES game has before. 


MEGA MAN 3 


Distributor: CAPCOM 

Mega Man is at it again. This time, he’s got a whole new crew to 

take the kad like Magnet Man, Snake gree Needle Man, Hard 
z Man, Top Man, Gemini 


A eee, Ee AD Seiny ae Man, Spark Man, and 
w spe E Shadow Man. If you 
; thought Mega Man 1 
; A Í and 2 were imagina- 
tive, get a load of this 
one. And after you 
take care of these first 
enemies, get ready for 
the final test. 
In this adventure, 
Mega Man has a new 
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pal—his dog. But 
_| Mega Man’s dog isn’t 
Š just an ordinary mutt. 
He can turn into 
special items to help 
you complete your l 
quest. He can be a jet sled, a power 
ee ae for high jumps, or a special vehicle. So get ready for 
more action in Mega Man 3. 


SKATE OR DIE 2 


Distributor: Electronic Arts 
Now this is serious. So what if you 
mowed down someone’s nasty 
poodle with your board? It was an 
accident. Too bad the poodle 
belonged to the Mayor’s wife! So 
now he’s banned your favorite 
ramp and you gotta build a new 
(legal) one. That's gonna take some doin’. 

You'll get some help from Rodney and Lester, but you 
won't get nothin’ but grief from Icepick. Can you get all the 
things you need to build that ramp? Can you skateboard — 
way through streets, malls, : z 
and boardwalks? Use your 
fanciest moves to pick up 
good stuff like CDs, tapes, 
tacos, and chili fries. 

In Skate or Die 2, you're 
really on a mission. And if 
you need a break, try a 
session on the super Double 
Trouble Ramp. It’s rad, dad. 


SUPER GLOVE BALL” 


Distributor: Mattel 

This is it! The first game designed 
especially for the Power Glove™. Check 
out these screens, but don’t think this 
shows the whole story. This game is full 
of surprises. 
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Score: coin & © 


4.0 os o6 Di 


Although Super Glove Ball is a very sophisticated 3D 
breakout game, there’s a lot more to it. You'll have to break out 
of a series of rooms by using your glove to bounce the power 
balls against the sides. 
Defeat enemies you 
meet along the way by 
using the balls and 
your Robo-bullets. 

Although you can 
have lots of fun play- 
ing this game with an 
ordinary controller, you'll really want the Power Glove to get 
the most excitement. 


We weren't able to get you pictures for all the new games, but 
we're planning some great coverage in our next Nintendo 
Games Secrets. Look for it soon. 
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Lots of players are happy with the NES controller pad that 
comes with the system. It’s small and light and works perfectly 
well. However, there are several other products on the market, 
each with its own identity. We haven't tried to do a full survey 
of joysticks and controller pads, but we thought you'd like to 
know about a few of the nifty items out there. In addition, in this 
chapter we present some additional information about U-Force™ 
and Power Glove™. 


The Remote 
Controller™ 
Acclaim/LJN is a 
handy control pad 

that lets you play one- 
or two-player games 
with the freedom o 
wireless control. The 
Remote Controller™ 

also features Turbo on 
both buttons. Ours is 

well-used. 


The Mega Controller™ from Bandai is one of the most unusual 
control pads made. It features a digital readout window that 
can show the mode yee 're using or store passwords for later. 
Special Prosranma le rapid fire and slow motion modes are 
included as well as some other extra special features. There's 

evena button you can use to lock down the fire button. 
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The Dominator™ MasterControl™ from Nexoft™ is probably 
the coolest looking controller around. This ninja-black 
instrument looks like something out of a space ship. It features 
wireless play with a special port for the Light Gun and another 
for a second controller. So g can play wireless games with a 
friend, even u: ou only have one Dominator. There's also 
adjustable Turbo for each button and slow-motion mode. 


U-FORCE™ 


If you haven't seen Broderbund's U-Force, you're missing out on 
one of the most unusual controllers around. This "no touch" 
controller lets you act out your moves in three-dimensional 
space. Using sophisticated technology, U-Force tracks the 
movement of your hands and translates those movements into 
your games. 

Playing your favorite games with U-Force can add a new 
challenge to an older game. In some cases (Mike Tyson's Punch- 
Out! for instance) it adds realism and a new sense of fun. 
Broderbund recently compiled an updated listing of challenge 
ratings for NES games with U-Force. We've reprinted that listing 
here for you. If you already have U-Force, you'll appreciate this 
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it is to play your rave faves with U-Force. 


Each listing is followed by a set of letters and numbers. The 
letters represent the mode settings as explained in the U-Force 


manual. The numbers represent the challenge rating on a scale 
from 1 to 5. One is "Beginning-Expert," and 5 is "Can it be 
done?," according to Broderbund. In most cases there are two 
settings, indicating that you try playing the same game in 
different modes. Of course, you'll notice that sometimes the 


game becomes more difficult in another mode. 


10-Yard Fight™ A3, E4 
1942™ A1, E3 

1943™ A2, E3 

3-D World Runner™ A4, E4 
720™ A5, E4 

Adventure Island™ A2, E2 
Adventure of Lolo™ A3, E4 
Adv. of Bayou Billy™ A5, E5 
Adv. of Tom Sawyer™ A3, E2 
Air Fortress™ A3, E3 
Airwolf™ A2 


AlphaMission™ A3, E3 
Amagon A3, E2 

Archon™ A5, E5 

Athena™ A5, E5 

Back to the Future™ A3, E5 
Bad Dudes™ A3, E2 
Balloon Fight™ A1, E2 


Bandai Golf-Pebble Beach™ A2, E1 


Bases Loaded™ A3, E4 
Batman™ A5, E4 


The Battle of Olympus™ A3, E4 
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Bionic Commando™ A5, E3 Faxanadu™ A5, E4 

Blades of Steel™ A5, E5 Fester’s Quest™ A3, E2 
Bomberman™ A3, E4 Fighting Golf™ A3 

A Boy and His Blob™ A2, E1 Fist of the North Star™ A3, E2 
Breakthru™ A4, E5 Flying Dragon™ A5, E5 
Bubble Bobble™ A3, E2 Friday the 13th™ A3, E2 
Bump N Jump™ A2, E3 Galaga™ A1, E1 

Burgertime™ A2, E2 Ghostbusters™ A1, E2 
California Games A4, E1 Ghosts ‘N Goblins™ A3, E3 
Casino Kid™ A2, E1 Golf™ A2, E1 

Castlequest™ A2, E1 Golgo 13: Top Secret™ A3, E2 
Castlevania™ A3, E2 The Goonies 2™ A4, E3 
Championship Bowling™ A2,E2 Gradius™ A4, E4 

The Chessmaster™ A5, E4 The Guardian Legend™ A3, E4 
Chubby Cherub™ A3 Gun.smoke™ A2, E3 

Cobra Command™ A3, E3 Guerilla War™ A4, E5 

Cobra Triangle™ A3, E1 Hollywood Squares™ A2, E1 
Commando™ A2, E3 Hoops™ A2, E5 

Contra™ A5, E4 Ice Hockey™ A3, E5 
Cybernoid™ A4, E4 Ikari Warriors™ A4, E5 

Dash Galaxy & the Alien Asylum™ Ikari Warriors/ Victory Rd™ A4, E5 
A2, B1 Indiana Jones in the Temple of 
Deadly Towers™ A5, E5 Doom™ A3, E5 

Defender of the Crown™ A3, E1 Infiltrator® A5, E5 

Demon Sword™ A3, E5 Iron Tank™ A4 

Desert Commander™ A3, E1 Ironsword™ A5, E4 
Destination Earthstar™ A5 Jack Nicklaus Golf™ A5, E1 
Dig Dug II A3, E4 Jackal™ A4, E5 

Dinoriki A2, E2 John Elway’s Quarterback™ 
DonkeyKong™ A4, E2 A3, E5 

Double Dragon™.A2, E4 Joust™ A5, E5 

Double Dragon II™ A3, E3 Karate Kid™ A2, E2 

Double Dribble™ A2, E4 Karnov™ A5, E3 

Dragon Power™ A3, E2 Kid Icarus™ A5, E5 

Dragon Warrior A3, E5 KidNiki™ A3, E2 

Dr. Jekyll & Mr. Hyde™ A3, E1 Kung Fu™ A1, E2 

Duck Tales™ A5, E4 Legacy of the Wizard™ A4, E4 
Dusty Diamond’s All-Star Softball Legend of Kage™ A3, E3 

A4, E5 The Legend of Zelda™ A4, E5 
Elevator Action A4, E2 Legendary Wings™ A2, E4 
Excitebike™ D3 Life Force™ A5, E5 

8 Eyes™ A3, E2 LodeRunner® A2, E4 
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Mach Rider™ A2, E2 

Major League Baseball™ A3, E4 
Marble Madness™ A5, E5 
Mario Brothers™ A3, E3 
Mega Man 2™ A5, E4 

Metal Gear™ A4, E5 
Metroid™ A5, E4 

Mickey Mousecapade™ A2, E1 
Mighty Bomb Jack™ A4, E2 
Mike Tyson’s Punch Out!™ B1 
Millipede™ A3, E4 

Milon’s Secret Castle™ A5, E4 
Monster Party™ A3, E2 
Mystery Quest™ A2, E1 

NEL Football™ A3, E1 

Ninja Gaiden™ A5, E4 
Nobunaga's Ambition™ A3, B1 
Operation Wolf™ A5, E5 
Othello™ A1, E1 

Paperboy™ A4, E5 

Platoon™ A3, E2 

Pro Wrestling™ A3, E4 
P.O.W.™ A3, E4 

Q-Bert™ A5, E4 

Rad Racer™ C2 

Raid on Bungeling Bay™ A5, E3 
Rambo™ A2, E2 

Rampage™ A1, E1 
Renegade™ A2, E5 
RingKing™ A3, E4 

River City Ransom™ A2, E3 
Robo Warrior™ A5, E4 
Robocop™ A4, E3 

Rush `N Attack™ A3, E2 
Rygar™ A5, E4 

R.C. Pro-Am™ A1, E2 

Section Z™ A3, E4 

Seicross™ A4, E5 
Shadowgate™ A5, E5 

Silent Service™ A5, E3 
Simon’s Quest™ A4, E3 


Controllers 


Skate or Die™ A5, E5 
Skykid™ A2, E3 

Slalom™ A3, E3 

SNK Baseball Stars™ A3, E3 
Spelunker™ A4, E3 

Spy Hunter™ A3, E4 

Spy vs. Spy™ A2, E1 
Sqoon™ A3, E3 

Star Force™ A2, E3 

Star Voyager™ A2 

Stealth ATF A4, E5 

Strider™ A4, E4 

Super Dodge Ball™ A5, E4 
Super Mario Bros.™ A3, E3 
Super Mario Bros. 2™ A4, E3 
Super Mario Bros. 3™ A2, E1 
Super Pitfall™ A4, E4 
Superman™ A2, E2 

Tag Team Wrestling™ A3, E2 
Tecmo Baseball™ A3, E4 
Tecmo Bowl™ A3, E4 
Teenage Mutant Ninja Turtles™ 
A5, E4 

Tetris™ A1, E1 

The Three Stooges™ A2, E2 
Thundercade™ A3, E3 
Tiger-Heli® A2, E4 

Top Gun™ A2 

Top Flyers Tennis™ A4, E5 
Town & Country Surf® A3 
Track & Field™ A3, E3 
Track & Field II™ A3, E1 
Trojan™ A4, E4 

Twin Cobra™ A3, E4 

Twin Eagle™ A3, E4 
Willow™ A5, E5 
Wrestlemania® A3, E4 
Xenophobe™ A2, E1 
Xevious™ A1, E3 

Zanac A3, E4 

Zelda II: The Adventure of Link™ 
(AS E5 
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POWER GLOVE™ 


Mattel's Power Glove is truly the space-age controller. Wear it on 
your hand and enter a new realm of game playing. Now your 
hand and finger movements translate directly onto the screen. 
Like the U-Force, Power Glove adds new challenge and 
excitement to your games. In addition, there are several games 
in development that will use the Power Glove in special ways. 
For instance, see the Previews chapter in this book for an 
advanced look at Super Glove Ball™ from Mattel. 


We thought you'd like to see what real Power Glove moves 
look like when done by a pro. So, with the cooperation of the 
people at Mattel, we've been able to get a few pictures to 
illustrate how the Power Glove is used. 


Some Power Glove moves 
in Mike Tyson's Punch 
Out! The first two pictures 
(above) show a straight 
punch. You can see the 
effect on the screen in the 
background. The picture to 
the ‘ert is a special move 
that gets you up instantly 
when you get knocked 
down. This is one of several 
special moves programmed 
into the Power Glove. 
Special moves can give you 
advantages when you play. 
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Ina flying fieu like 1943, get 
into a rhythm and flow as you 
g your plane. Turn on the 
urbo at a high setting to fire 
continuously as you guide the 
plane through the skies. 

In the picture sequence, the 
player is guiding the plane 
across the screen Foi right to 
left in a smooth motion. 
With simple finger motions, 
you can fire special weapons 
while you fly. 


Here are some 
moves in Double 
Dragon. The first 

move lets you climb 
the fence. The 
next move is how 
you walk to the 
right. It takes some 
practice, but it can 
add a lot of fun 


toa fess you've already 
played over and over with an 
ordinary controller. If you get 
tired, use the control pad on 
the Power Glove's sleeve. 


Nintendo Games Secrets 


Driving with the 
Power Glove is almost 
like the real thing. 


, Turn as if you had an 
imaginary steering wheel 
in your hand. 


Burn up the 
course in games like 
Knight Rider. 


Bad Street Brawler 
was the first game 
to include special Power 
Glove moves, Here's a 
secret move from Bad 
Street Brawler. 


There are games in 
development that will 
use the Power Glove 
in new isle Imagine 
manipulating objects 
just as if they were in 
the room with you! 
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CHAPTER 25 


A PARENTS’ GUIDE 
TO VIDEO GAMES 


I am a game player. I’ve played computer and video games 
actively since the mid-70s. Obviously, I enjoy games. 

I am also a parent. At the time I write this my stepson, Shan, 
is 17 and my son, Max, is four and a half years old. Max has 
played video games since he was two and a half. 

What I want to offer in this chapter is a little reassurance for 
worried parents. People who don’t play video games often don’t 
understand what the attraction is or whether the games will 
encourage negative social behaviors. They also don’t know 
whether their children are addicted to games. It sure seems like 
it sometimes. Let’s address the addiction issue first. 


ADDICTION OR WHAT? 


The good news is that experts in child behavior and learning 
have been studying video game playing. The ones who have 
been most public with their findings to date do not call video 
game obsession an addictive behavior. Some studies show that 
what appears to be addiction is really a quest for mastery, and 
my own experience coincides with that opinion. Once a game is 
mastered, it is no longer of much interest. In some cases, 
mastery is beyond the reach of the child. Often this is because 
they lack some basic knowledge of the strategy necessary for 
success. That's why a book like this can help. If they've tried 
everything, they can find some hints and solutions in this book 
that may allow them to accomplish more than ever before. 

But I’m digressing. The point is that the temporary 
obsession that kids feel about their games is not an addiction. In 
fact, in most households children begin their association with 
video games by playing for hours every day. They do seem quite 
obsessed. Some parents feel considerable alarm at that point. 


349 


Nintendo Games Secrets 


However, my experience 
is that these same kids will 
start to taper off. They'll 
go back to other activities 
that give them pleasure if 
left to their own devices. 
They'll watch television or 
read books. They'll par- 
ticipate in sports or other 
social activities, and 


they'll generally live a 
healthy life. 

“But,” you ask, “what 
if they keep going and 
getting new games to the 
point that they never stop 
the obsessive behavior?” 
My answer is to draw 
from my own experience. 
My own children (and 
some of my young game 
testers) have been able to choose from literally hundreds of 
games on just about every computer and video game system 
made. They do like to play the new games when they arrive, 
and they have certain favorites that they return to from time to 
time. However, they have cooled off on video games somewhat. 
They like to do lots of other activities. My 17-year-old plays 
much less than before, though he sometimes encounters a game 
that absorbs his attention for a few days. (Since I’m paying him 
to play games for me to write about in my books, he now sees 
many of the games as business opportunities.) 

We have never restricted my younger son’s playing. We 
never tell him he can play only a certain number of hours a day, 
or anything like that. You might think he’d be glued to the 
screen every waking moment, but it isn’t true. He does play 
often—usually for short periods. But he still prefers free play 
with friends or drawing or just running around outside. There 
are those days when he seems to want to play video games a lot, 
but usually he’s pretty moderate. 

Two of my other good players are very motivated to master 
the games they play, but one plays in a local championship 
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soccer team and the other plays baseball and other sports at his 
school. These are kids who really love video games and spend 
the time necessary to master them. But they are also normal, 
bright, active, healthy children. 

While researching this chapter, I spoke with Patricia 
Greenfield, author of Mind and Media: The Effects of Television, 
Video Games, and Computers, and one of the people currently 
researching the effects of these games on people. She told me her 
opinion: “Kids will play to master the game. When they finish 
mastering the game, they will quit. They will be quite intense 
while mastering the game. If your child couldn’t put down a 
book, would you say he was addicted? No. In fact, my personal 
experience shows that kids are in much better shape mentally 
after playing video games than after watching TV. Certain 
brainwave studies confirm this. “ 

I also spoke with Peggy Charren, president of Action for 
Children’s Television in Boston. She said, “Our position is that 
video games are fine if that’s not the only thing the child does. 
They are actually interactive at a time when much of a child’s 
experience is too passive. TV is a passive exercise. Too often 
parents aren't able to provide interaction—single working 
parents, for instance. We generally tell parents to relax.” 

These examples and opinions are not definitive. Each child 
is an individual, and each family must set its own rules and 
expectations. However, I think my experience with games and 
children would indicate that there is nothing inherently 
dangerous or addicting about video games. 

Later in this chapter, I'll offer some ideas about 
constructive play. 


THE ISSUE OF VIOLENCE AND SEXISM 


Again, I don’t have a lot of research and facts to offer, but my 
experience would indicate that children who play a lot of video 
games are not particularly violent. My game players are, in fact, 
quite non-violent. They have never been involved in fighting at 
school or any other kind of violent behavior. 

Does this mean that children are never affected by the 
violent content of many games? I don’t know. I think the very 
young children may exhibit some violent behavior since they 
have a harder time distinguishing between fantasy and reality. 
For a while, when he was around three years old, my son acted 
out some of the ninja moves he learned from the games. That 
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was all right until he kicked a 
few kids at school. However, all 
it took to stop that behavior 
was to talk with him about it. 
As he has grown older, he 
seems to see the difference 
between the fantasy world on 
the screen and the world he 
lives in. 

Another problem in de- 
ciding whether violent games 
are bad for kids is in isolating 
the influences on them. Many 
of them see violence on TV 
(both in the news and on their 
own programming), and some see violence in their own homes 
or school yards. In contrast, the violent content of games is 
almost always so steeped in fantasy that participating in these 
games might even discourage violence in real life by offering an 
outlet in which the child has a measure of control over his or her 
environment. Most violence in this world is completely beyond 
our control. It’s nice to know that when you've had enough of it, 
you can simply press a button 
and turn it off. 

I've heard of studies that 
showed a reduction in body 
tension among gang members 
who play video games, 
indicating that the games may 
serve as a release. I’ve found 
this to be true around my own 
household. There is often 
some frustration involved in 
mastering a game, but that 
frustration can be channeled 
into the game and not into the 
family environment. 

There are many games where violence is not a part of the 
game, but most games do involve some kind of conflict. Even 
chess is a modified war game, but I’ve never heard anyone say it 
promotes violence. Does Monopoly encourage everyone to 
become a Donald Trump? Not one game player I’ve met wants 
to go into the armed services and be a soldier, but every one of 
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them has enjoyed simulated war games of one kind or another. 
There may be subtler effects, and, once again, each child is 
different, but I don’t see that much correlation between violence 
in video games and violence in real life. 

Perhaps my biggest concern with regard to younger players 
is that they have an appreciation for life. Since many games 
involve the wholesale destruction of enemy monsters and other 
characters, it is important that they recognize this destruction as 
a challenge in a game, but that they don’t think destroying real 
creatures is OK. Again, I haven’t seen that to be true, but it 
wouldn’t hurt to discuss the issue with very young players. 

There is concern that girls don't play video games as much 
as boys. There are some new games coming out that will appeal 
more to female players, and at least one game developer has 
asked me to consider developing games that women would 
enjoy. In my own experience, I’ve found that women prefer 
puzzle games over shoot-’em-up action games. However, the 
problem of the gender gap has not yet been solved, and I don't 
have any easy answers. On the other hand, the situation hasn’t 
been entirely ignored. I expect lots of research will be done and 
lots of new approaches tried. Perhaps some will succeed. 


\ 


FRUSTRATION 


Many games are very hard 
to master. One thing you'll 
notice (and this varies 
from player to player) is a 
certain level of frustration. 
Some players are very 
mild about their frus- 
tration. As an example, 
one of the best-known 
video game players in the A 
country, Donn Nauert, 
rarely gets flustered. If he encounters a situation where he has a 
lot of problems, his usual response is to mutter a mild “OK,” 
and then he tries again. Perhaps that's why he's one of the best. 
In contrast, you may see your own kids yelling, crying, or 
even throwing the controller on the floor. Remind them that it’s 
only a game. They won't appear to listen, but if you keep telling 
them, they'll hear you. If the frustration gets too acute, tell them 
to take a break and come back to it. 


a 


, 
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I don’t tolerate any kind of 
violence. When my young son threw 
the controller across the room once, he 
was barred from the games for several 
days. He learned very quickly that such 
action wasn’t tolerated, and he stopped 
acting out that way. He still gets 
frustrated, but he controls his violence. 
I also get frustrated when I play some 
games, so I understand his feelings and 
can sympathize with him. On the other 
hand, I don’t let him keep playing if the 
frustration appears to get too acute. It is 
clear that my son is learning to control his emotions by dealing 
with these frustrations. It’s early to tell if that control will carry 
over to his “real” life, but I think it will. 

In time, most players will give up on a game that’s too hard 
and move on to something easier. However, they may return to 
the hard games a month or more later and suddenly find success 
where there was only frustration before. 


WHAT DO CHILDREN LEARN FROM 
VIDEO GAMES? 


It is clear to me that children learn a lot from video games. 
Obviously they learn a certain kind of motor skill. Their eye- 
hand coordination is often very well developed, and anyone 
who has watched their split-second reactions and carefully 
timed leaps must appreciate this skill. 

Game players develop other skills that aren’t so obvious. 
For one thing, there’s a great amount of visual information being 
displayed in a typical video game. Processing all this 
information stimulates a different kind of thinking. In her book, 
Ms. Greenfield calls it “parallel processing” (not to be confused 
with computer technology of the same name). In contrast to 
serial processing, parallel processing allows one to track and 
understand several elements at the same time. In the case of 
video games, players may typically be aware of two, three, or 
even twenty different objects on the screen at once. They learn 
from experience and practice how to deal with this diversity. 

Many. games appear to be impossible at first. Part of the 
reward of such games is figuring out how to beat them. It’s a 
challenge just like a crossword puzzle or landing a big business 
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deal. However, the process of learning itself is a skill. As 
Greenfield states, “Part of the excitement of the games surely 
must lie in this process of transforming randomness into order 
through induction.” 

People who play games are learning to use their minds as 
well as their eyes and fingers. There’s a lot of strategy and 
cleverness needed to be successful. Even the very young players 
exhibit this inductive reasoning without being consciously 
aware of it. At two and a half years old, my son was showing 
me his strategies for playing certain games, and now, at four and 
a half, he can play sophisticated logic puzzle games (like the 
Adventure of Lolo on the Nintendo Entertainment System) in 
which hand-eye coordination is not a prerequisite. Instead, he 
needs to plan and then execute a series of puzzle moves. 

While players of action games must develop strategies to 
play successfully, they often do so quite unconsciously unless 
required to explain what they are doing to someone else. As a 
suggestion, instead of staying completely away from the games, 
ask your kids to tell you how they “pass” these games. They 
might surprise you (and even themselves) with the depth of 
their thinking in some cases. 

Fantasy and adventure games are becoming more and more 
popular all the time. These games are more obviously thinking 
games. Although the action is implied in the game, there is little 
hand-eye coordination in them. Instead, players must solve 
puzzles to succeed. In addition, in the role-playing games, they 
must maintain their characters. That means making sure they 
have food and other necessities as well as proper attire (armor 
and weapons usually, though sometimes there are special items 
they must use in special circumstances). In addition, these 
characters must grow, becoming more competent in their world 
and more powerful. Role-playing games are very popular in 
Japan, and are beginning to catch on here in the U.S., where they 
have enjoyed a small but dedicated following for years. 

In my opinion, these games teach not only puzzle solving 
and logic, but a certain level of responsibility. Role-playing 
games can take many hours to play all the way through. If 
gamers are careless or irresponsible with their characters, they 
can lose the results of many hours’ work. Role-players learn 
quickly to show some responsibility for their characters (who 
are, after all, extensions of the players themselves). 

In an expert opinion written for the Tel Aviv Supreme Court 
in Israel, Ms. Greenfield cites some additional studies. These 
studies indicate that the same skills learned and used by video 
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game players have a high correlation to the skills needed by 
such professionals as engineers, architects, air traffic controllers, 
pilots, and many more. Other studies show that the kinds of 
visual /spatial skills developed in video games also helps in all 
other areas of computer work. 

A corollary benefit of video games is that children who 
grow up with them tend to be much less intimidated by 
computers. In fact, they think of computers as more 
sophisticated video game machines and have no fear or 
apprehension of them. When they need to use computers, they 
will do so with little or no resistance. These same video game 
players also find themselves right at home with modern 
gadgets. Most kids can program the VCR or set up the stereo 
better than their parents can. How important these skills are in 
the world of the future remains to be seen, but many people 
believe that today’s video game players will be tomorrow's 
explorers and space travelers and that the skills they learn today 
will make them uniquely suited for the world of the future. 

Ms. Greenfield recommends that we view literacy in new 
terms. In addition to the literacy of reading and writing, we 
should recognize the new language of visual cognition that has 
become so much a part of our fast-paced world. She 
recommends a multi-media approach to education in which 
more than one kind of teaching is used. She also recommends 
that reading be taught early, before school, so children can grow 
up seeing reading as a pleasurable experience. Her suggestions 
make sense to me, and as much as I like electronic gaming, I 
would be sad to see reading become a lost skill. 


HOW TO LIVE WITH VIDEO GAMES 


Here are some home-grown 
guidelines and suggestions on 
how to coexist with your video 
game machine. 


Communicate. Tell your children 
just what is expected of them. 
Make it clear that the 
homework must be done, the 
grades kept up, and the lawn 
mowed (or whatever they do 
around the house). Make sure 
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they know that playing games is OK, but it is a privilege that 
can be revoked if they don’t keep a sense of responsibility about 
their lives. 


Encourage Other Activities—Especially Exercise. You want your 
kids to engage in physical activity and not sit with their eyeballs 
glassily staring at the screen for hours on end. That goes without 
saying. But how do you motivate them to abandon the quest 
and do something else? 

In most cases, you won’t "i 
have to do anything. Kids Ea 
naturally need to expend their f 
physical energy and they're 
great at finding ways to do it. 
On the other hand, if you can 
encourage your children to 
participate in sports activities, 
or provide them with situations 
in which they'll get healthy 
exercise, it will help. You might 
also remind these kids that the 
healthier they are physically, 
the better they'll play video 
games. Bad health makes bad 
players. If they want to rack up 
their highest scores ever, have 
them get in really good shape. Their hands will move faster and 
their eyes will see better. 

Greenfield also cites studies that show a reduced usage of 
drugs among kids who play games. The studies show that kids 
can’t do well when they are “high.” My own thought is that they 
also don’t need the escape of drugs since the games can serve a 
similar purpose without the obvious health, legal, and social 
tragedies associated with drug use. 


Use the Desire for Games as a Motivator. Most kids who play 
games are never satisfied. They'll master one game, but already 
be wanting to buy another. But, as I’m sure you know already, 
games cost money. The kids know that these video cartridges 
are expensive. Use their desire for more games to motivate them 
to earn money or at least to do extra chores around the house. 
However you organize it, you can use the desire for games as a 
motivating force for better behavior. 
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Get Involved. Green-eyed monsters or machine gun-toting 
muscle-bound soldiers are probably not your idea of 
entertainment, but you can share a lot with your kids if you ask 
some questions. Try to see beyond the subject matter. Realize 
that those same monsters and soldiers could be cubes and 
triangles and the game play would be essentially the same. It’s 
the challenge and the action that attracts the kids. So ask them 
how they play the games and how they succeed. The kids will 
think you're cool for being interested, and, who knows, you 
might even learn something. 


THE FUTURE 


There is more research to be done, and, like anything else, it is 
clear that video games can be abused or over-used. At the same 
time, it seems equally clear that today's games offer special 
preparation for the future. I hope the suggestions and insights in 
this chapter will help you be more at ease with what is 
obviously a new kind of entertainment medium. Since electronic 
gaming doesn’t appear to be just a fad, we may as well get the 
most out of it, use common sense in dealing with it, and find 
what positive effects we can. 

A lot of work is being done on what is called virtual reality. 
Virtual reality simulators seem to place the participant inside the 
simulation. Current VR technology has people wearing special 
helmets in which they move through a fully rendered three- 
dimensional world created entirely electronically. Using special 
gloves and treadmills, they seem to be walking through the 
world and manipulating objects in it. 

Although current VR research is at its early stages, the 
future may bring us very compelling VR simulations ranging 
from your driver’s test to aircraft simulation, from a fully 
realistic mock surgery lesson to a walk through your prospective 
home. Future games will be as real as technology can make 
them, and there’s no telling what powerful learning and 
growing they will let us do. 

One of the most encouraging aspects of games is the 
emergence of truly educational games that contain the same 
attractions as ordinary games. These games will teach children 
about financial planning, ecology and conservation, city 
planning, music, reading, math, logic, and much more. We’re 
only at the beginning of the information age, and many believe 
that games will be one of the most powerful and positive forces 
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to influence future generations. Some people have even postulated 
that future wars would simply be played on video screens instead 
of battlefields. Whatever the far future holds, the near future will 
certainly produce new ideas and new opportunities. 


Mind and Media: The Effects of Television, Video Games, and 
Computers by Patricia Greenfield is available from Harvard 
University Press, 79 Garden Street, Cambridge, MA 02138. Telephone 
(617) 495-2480 or (617) 495-2577. $14.50 in cloth or $5.95 in 
paperback. 
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Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


